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Spectrum Con 

Oxford Computer 
have launched a , 
that will run voi 
Paster 4 " 13 up 4 
The code that tl 



generates is 

SglSHSt 

g“° 

^'NOMBER^SE ARCH 
REPLACE that will 
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Ultimate 

Releases 



graphic, fantasy, arcade, 
adventure, role playing 
game’ In which you must 
save a village from the evil 

villagers, corrupted by evil. 



Bladcwvche 



dragon series < 

ghostly galleon.' 
Nightshade 



Ultimate are set to release 
two more games. Night- 
shade for the Spectrum and 
Black wyche for the C64. 

Nightshade is described 
as a “fully animated. 



COMPUTER GAMER SEPTEMBER 198S 




lUf 




Spectrum Top 10 



Way Of The Exploding 
Fist 

Hypersports 
Soft Aid 
Elite 
Cauldron 
Rocky 

Jet Set Willy 8 
Combat Lynx 
Action Biker 
9 Spy Hunter 
1 Rocky Horror Show 
8 Daley Thompson’s 
Decathlon 
5 Spy Vs Spy 

4 Alien 8 

5 World Series Baseball 

6 View To A Kill 

7 Gremlins 

8 Pitstop 8 

9 Shadowfire 

0 Ghostbusters 

1 Knight Lore 

8 Finders Keepers 

3 Air Wolf 

4 Bruce Lee 

8 Dun Darach 

6 Jet Set Willy 

7 International Tennis 



Melbourne House 
Imagine 

Acornsoft 

Palace 

Gremlin Graphics 
Software Projects 
Durell 

Mastertronic 
US Gold 
CRL 



Imagine 
Domark 
Adventure International 
EPYX/US Gold 
Beyond 
Activision 
Ultimate 
Mastertronic 
Elite 
US Gold 

Gargoyle Games 
Software Projects 
Commodore 
US Gold 
Mastertronic 
Commodore 



Commodore 64 Top 10 



Way Of The Exploding Fisl 
Elite 
Soft Aid 
Pitstop 8 

International Tennis 
International Basketball 
Dambusters 
Action Biker 
Kik Start 
10 Impossible Mission 



Melbourne Hous 

Firebird 

Various 

EPYX/US Gold 

Commodore 

Commodore 

US Gold 

Mastertronic 

Mastertronic 

EPYX/US Gold 



a 



1 Hypersports 
8 Rocky i 

3 Soft Aid 

4 Gauldron 

5 Jet Set Willy 8 

6 Spy Vs Spy 

7 Spy Hunter 

8 World Series Baseball 

9 Glass 

10 Bruce Lee 



Imagine 
Gremlin Graphics 
Various 

Software Projects 

Beyond 

US Gold 

Imagine 

Quicksilva 

US Gold 



BBC Top 10 



1 Revs 
8 Combat Lynx 

3 Alien 8 

4 Knight Lore 
8 Elite 

6 Mini Office 

7 Repton 

8 Atic Atac 

9 Castle Quest 

10 Football Manager 



Acornsoft 
Durell 
Ultimate 
Ultimate 
Acornsoft 

Superior Software 
Ultimate 
Micro Power 
Addictive Games 



Amstrad Top 10 



1 Beach Head 

8 Starstrike 3D 

3 Daley Thompson’s Decathlon Ocean 

4 Knight Lore Ultimate 

8 Ghostbusters Activision 

6 Dun Darach Gargoyle Games 

7 Combat Lynx Durell 

8 Alien 8 Ultimate 

9 Rocky Horror Show CRL 

10 Jet Set Willy Software Projects 



Atari Top 10 



Pole Position 
Ghostbusters 
Jet Boot Jack 
Decathlon 
Miner 8049ER 
Blue Max 
Soccer 

Kissin Kousins 
10 FIS Strike Eagle 



Elite 
US Gold 
Activision 
English 
Activision 
US Gold 
US Gold 
US Gold 
English 
US Gold 
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nines (U.K) Ltd., Corby, Northamptonshire NN17 1BR. 



AND ON THE EIGHTH}/ 

summer: 









TFOAY EPYX CREATED. . . 

RGAMESE1 



BREAKDANCE 

WINTER GAMES 



TRY THESE OTHER 
GREAT GAMES FROM EPYX 

SUMMER GAMES IMPOSSIBLE MISSION 
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Tony Hetherington takes an in depth 
look at a computerised, slot car 
racing game that will drive you to 
destruction. 



J 



Racing Destruction Set is a 
two player, computer slot 
car, racing set with a dif- 
! ference. For each player 
chooses his own racing 
machine ranging from dirt 
with oil, mines and a 
crusher before racing on 
any of the 80 supplied 
tracks or on one designed 
‘ “10 games track editor. 






3 is contested oi 



sen display w 



controlled with _ 

puter taking control of 



your short of all r 






feel of the c 






humans, 

As soon as you've loaded 
game you can start 



track for 

" 

„„3d for 

destruction races. 

The grand prix circuits 



bikes * *8 . . 

grand prlx circuits 



3 all t 






European e — 

tracks such as Monaco, 
Silverstone, Monza and Las 
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Once you have selected 
your basic car you can fit a 
different engine, a new set 

The choice of tyres 
varies from car to car with 
some being restricted to 
only one type. For example 

dirt tyres. However, if you 
have a choice then look 
carefully at the traction 
figures on the screen 
display. These show the 
grip that a tyre will have on 
either dirt Ice or paved sur- 
faces. Obviously you 
should choose the tyres 
best suited for the selected 



Engine size 
Important as it 



■ only 



weapons for a destruction 

most cars to add protection 
In - the inevitable collisions. 
Similarly a crusher can be 
fitted to inflict damage. 

Oil cans can be fitted to 
leave oil slicks on the road 
to send your opponent 

dropped in his path. 
However, to retain some 

bo?hoil C and mmes^I^they 
did It Is unlikely that either 
car would reach the first 
bend. 

A good guide It to choose 
a car that will beat the 
track then arm it to beat 
your opponent. 

Finally, you may have to 
modify your oar selection 
to fit in with the extra 
^rules' M.hat can be defined 

Spicing things 



gravity between 14 dif- 
ferent settings ranging 

14 



dramatic effect on a race 
since for example a light 
car taking a high Jump at 

never land. Similarly a 
heavy car on Jupiter may 
be wrecked by the slightest 
Finally you oan also 
alter the number of laps, 
from 1 to 9 and ohoose bet- 
ween four different 
backgrounds including 



lually 
lly ef- 



. . r . Jd of the car but also 

Its weight. In faot there is a 
point where Increasing the 
engine makes the car so 
heavy that it actually 



Destruction 

racing 

Since normal raa 
consists of getting in 



"destruction’ - adds armour 
and weapons to the contest 
and adjusting the difficulty 



Oil • 



limilarly a : 



i off t 



le dropped In 



InDEPTH 



having to hur 
at the bottom 



the tactics 
and lunar certainly be eventful. 



Conclusions 

Racing Destruction Set Is a 
computerised slot racing 
kit with so many variables, 
cars, tracks, and rules, that 
it will challenge beginners 
and experts a l i k e. 

A series of Joystick con- 
trolled menus guide the 
players through the 



aclng : 
something completely 
different. 

Your choice of car will 
decide the tactics you will 
use. A fast lightly armed 
car will try to outrun the 
opponent and win through 

heavily armoured truck 
will try and takeout the 
other oar and win by 
default. If this sought of 
tactic Is used and you 
manage to destroy your 
opponent you only nave to 
finish your current lap to 
win. Consequently unless It 

is a 1 or 8 lap race you 
needn’t try to keep up with 
the other car. Instead you 
should set traps either by 
mugging them (forcing 
them off the road) or by 
carefully placed mines or 
oil slicks. The fun really 
begins if both of you have 

It is important to realise 
that you oan skid on oil 
that you've dropped and 
blow up on mines that 
you’ve placed so think 
carefully before you drop a 
mine on a one lane section. 
You can, however, do this 
quite effeoitively against a 
faster opponent who will 

cross, what will beoome, 
*■**6 finishing line. 



build another from scratch. 



ly each piece of track 
fit Its neighbours exactly. 
However, the editor only 



allows you to see one piece 




Immediately in 
of the other car to 
a quick skid which 



Revs and Pltstop. This is 8 
more than compensated for | 
by the Increase In variety I 



(depending 
un the difficulty level) or 
they can for more subtle 
effects be dropped on your 
opponents own oil slick. 
The principle being that 
since you dropped it, you 
should avoid It. However, 
your opponent may guide 
you to your own mine with 
a well placed oil slick. 



imported 

. 



the UK by Ariola 
review is based on tne uoe ■ 
disk version which will cost I 
£14.95. Arlolasoft are plan- II 
ning C64 and Atari versions 1 
in tne coming months. I 
Raolng Destruction Set I 
has brought a new dimen- I 

it's not the ultimate racing I 
game It's certainly on the I 
right track. 
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Win a Microvitec monitor as Gremlin 
Graphics throw down the challenge 
“finish our latest Spectrum game!” 





DOMARK 




eoDEmmE 

iTirlT 11 J 



HOOKABIUTY : COMPULSIVE 



INSTABILITY 

GRAPHICS 

RESPONSE 

COMPETITION 



COSMIC 
LIGHTNING 
HI-SCORE PRIZES 



AVAILABLE AT ALL GOOD SOFTWARE RETAILERS 
AT £8.95 

OR SEND A CHEQUE/PO TO 

DOMARK LTD, FREEPOST, LONDON SW20 8BR 

OR ORDER BY CREDIT CARD ON 01 -947 5624 




The Computer Gamer 
Headers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it with an AS 
(minimum) envelope 
with your name and 
address on it for the 
return of your 
membership card — 
no need for a stamp on 
this as we'll supply 
the postage. 

Send both the 
envelope and the form 



Gamers’ Club 
Computer Gamer 
X Golden Square 
London W1R 3AB. 

What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. The chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 



■ -“eaders Club ■ 

■ Token Wo. 3 ■ 

MBS : 
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(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 

But enough of this, 
fill in the form get 
yourself an SAE, bung 
our address on the 
front of another and 
dig yourself up a 
stamp. Then you can 
see what it’s all about. 



a 33 a!' 






NICK FALDO 



PLAYS THE 



Run . v on both 
Spectrum 48K 
and CBM 64 



liny mapol'lhe Nr 
I -Si. George's 

Course, venue lor ihe^H 
i Championship 1985. > 

Can you make par on this 
■e of Champions.’ Wilh sin 
Is and deep hunkers you’ll i 
ielp your caddy ean give yo 
_ union and live aelion bring 





A whole new wot Id awaits you and your 64. The world of 
Prestel. Mfcronet Viewfax. Homelink, Citiservice, Compunet 
(Commodore's own database) etc. This is the world of product 
reviews, mainframe games, home banking, business information, 
commodity futures, armchair shopping, real time conversation, 
electronic notice boards, helpful tips, ICPUG. news, Telex-Link. 
Mailbox, Chatline. Gallery etc This is the world of telesoftware, with 
programmes to download into your 64 and save to disk or tape. 
Many telesoftware programmes are provided free of charge or at 
nominal cost 

Dialog with over 600 massive databases on call and almost 
unlimited information on just about any subject is accessible from 
your 64. together with BT Gold. Easylink, One to One etc, with 
electronic mall, business services and telex fadlities. 

You can link to Bulletin Boards in your area for local news, club 
news, letters, jokes, poems, helpful dps, etc. It's a whole new 
experience. 

Take the first step. Make a giant leap for your 64. Communicate 
with Modem House and you'll soon be talking to other '64 users, 
linking to other micros and swapping files, tips, programmes or just 
chatting. 

Modem House are the largest suppliers of Commodore 
communication equipment We also supply complete systems for the 
Pet 2000. 3000, 4000 and 8000 series. 



The most popular 64 micropack in use today, will link you to 
Prestel. Micronet800. Viewfax 258, Homelink, Farmlink, Citiservice, 
Compunet etc. From Modem House, the complete system is on offer 
at the incredible price of £99.95 inc. VAT. p S p. 

Optional terminal software to link you to BT Gold, Easylink, 
One to One. Dialog and Bulletin Boards is available at £29.95 inc 
VAT, p & p. 

Complete Commodore 64 micropack 

special price £99.95 inc VAT p & p 

for a limited period only. 

Special, special offer, order your 64 micropack nowand 
get a FREE quarter 's subscription to Mlcronet 800 and Viewfax 258 
(Prestel Microcomputing!. 



e Drive, Exeter. Devon EX'! 9EA Tel: (039T| 69295 

Commodore 64 Micropack(s| £99.95 each 

Optional Terminal Software £2" w 



le Drive, Exeter, Devon EX4 9EA Tel: (0392) 69295 



Telephone No. 

Please allow 28 day delivery . 

This offer applies only while stocks last 
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Your winning ways have been 
coming in thick and fast this month. 



We kick off this issue with a mega- 
hint from 0.0. Severn on Gribbly’s 
Day Out: 




Job to look after the young 
Blabgorians (Gribblets). 
gathering them to the safe 
oave for the night. 

~ 3 game is located in 16 
different from ar„ 

first thing you .. 

I learn to do is levitate. This 
may sound obviouB but it is 
mastered this that you can 
I set about completing the 
| scenes and eventually the 
jams (perhaps! ). 

Having got the hang of 
-evitathig learn where aU 

| safe to fly at full speed to 
avoid Seon after the web is 
I de activated. 

Always set the real time 

I clock. It’s easy to look at 
during play, otherwise you 
may not notice how long 
you’ve been playing and 
miss your favourite TV pro- 
gramme, last orders or that 

Derek/Richard Gere. 

If you have a black and 
white TV/monitor use 
black and white mode 
otherwise some of the col- 
■ schemes will leave 



things invisible. Also, 
unless you have a very good 
TV (or a monitor) some of 
the colours are very in- 
distinct and it is a good idea 
is^alwaye^Dlay in black and 

In the instructions for 
my copy of the game no 

•- ma( j e ot p aus0 

e quite option. 
iu pause press run/stop, 
restart by pressing fire or 
run/stop again. If you use 
fire make sure that nothing 
embarasslng will happen 
(bubbling Seon, closing a 
web section in your path, 
dropping a Gribblet etc.). In 
pause mode the animation 
continues which is rather 
disconoerting, this can be 
stopped by pressing F? 
(note the cheese in the 
message area). If this 
feature was added to enable 
photos to be taken then 
why isn't Gribbly Grobbly 
giving a "broad beam of ap- 
proval?" Anyway getting 
back to quit, in pause mod- 

Z ss home/clr to return „„ 
first title screen. 

Only put Gribblets back 
when there is nothing bet- 
ter to do, or if you are low 
in Psi (1-2 towers). This 
means that if anything hap- 
pens you have a supply of 



psi without needing to visit 
The object of the game is 
to return eight Gribblets to 
the safe eaves on 16 dif- 
ferent parts of Blabgor. It 
has nothing to do with time 
or points, they are Just ad- 
ditions to the game. There 
should be no limit to the 
number of points you oan 
'get by repeating a soene 
and this will increase the 

S h of game. If you're 
ng for something dif- 
ferent try completing the 
first scene as fast as possi- 
ble, anything below three 
minutes is good (my best is 
2 . 11 , though I don't know 
howl). 

If you get good enough to 
complete a scene transfer- 
ing psi to the bank, only 
save five (or less) Gribblets 
until you build up a good 
deposit, this will soon go on 

Don't bother to close all 



(loss of 
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Gribbly Is allowed to get 
wel^to activate the switch. 

the three Grlb&lets to e,*.s 
this section of web. 

With this advice and a 
good Joystick you should be 
able to spend many happy 
hours bouncing and bubbl- 
ing before seeing the six- 



I 



HINTS 






Everyone’s a 
Wally 






to be friendly I 

2. Make sure you have the 
gaBmask before you 
enter the cave. I’ve been 
In there but I can’t get 
out because of another 
dolphin. 

3. To get the letter B you 
! hiust be Wilma. The let- 
ter B Is In the library but 
before you can get It you 
must return the library 
books, In order! When 
you have the letter B 
place It In the safe. 
Another letter B will ap- 
pear In the top left-hand 
corner of the bank. 

4. To mend the fountain 

K must be Dick. Take 
i to the baker’s 
straight away. The 
monkey nuts should still 
bs there, take these to 
the zoo and take the 
wrench In exchange. 
Now go to the post office 
and take the plunger. If 






square and go right 
the top. The wat 
should start to flow. 

3. To build the i ” 

must be Wally 

fountain must be re- 
quired. Get the bucket 
and sand (which Is in the 
park) and fill the bucket 
at the fountain. Go to the 
cement mixer In Pete 
Street and take the ce- 
Now find the 






3 the ci 



Wall Street. Walk past 
the wall and it Is built. 

6. Mending the fuse wire to 
the fuse and it Is fixed! 

7 . To mend the electricity 

E lon you must be 
rry. First of all you 
must play ‘Asteroids’ In 
the ‘phone booth until as 
short Jingle Is played. 
Now get the good In- 
sulator. Wilma usually 
has it. Now get the 
sorewdriver from the 
station and go to School 
Lane. The sparks will go 
everywhere but then, 
b wally “ 



8. To stamp the parcel you 
have to be Wilma again, 
it get the rubber 



then follow the person I 
you were until you find a | 
suitable place to drop the I 
object you want. Now I 
quickly ohange to the I 

K on you were and I 
the object. I 

That’s all I know at the I 
moment except that I think I 
the Jump leads and the bat- I 
tery In the garage have I 
something to do with I 
oharglng up the flat bat- I 
tery. Does anybody know? 1 
Also, Is there anyone who I 
knows how to get the 1 
pound note In the ‘Bed I 
Lion'? I think I need it to I 
do the shopping. I 



Harrier Attack 

iiiSS y K«?Sf/.Su"! 

Harrier Attack from Durell: 
On leaving " 







office and walk to The 
end. It should now be 
9. If the object you’re look- 
ing for isn’t In it’s ’ 



enemy aircraft around" t< 
annoy you. 



That’s all for this month, 
itch out in the club 
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THE Computer Game... Datyoft 
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: 

i 

i 

I 








the rating for 






Indeed, the lower a percen- 
tage score is for a finished 
game the higher the under- 
standing of the game the 

SSffJS£SpS 

perhaps the lower a percen- 
tile soore is the higher it 
should be considered. 

As always, good luck 



1 Golden Square 
London W1H 3AI 



Spectrum 



Spectrum 

Spectrum 






Decathlon (Activision) 
Raid Over Moscow 
BC's Quest for Tyres 
Staff of Karnath 
Defender 

Impossible Mission 
Psst 

Pajamarama 

Moon^Cresta 



Spectrum 

Spectrum 



Graham Divine 
David Edwards 
Alex Roy 
Frode Mong 
D Codrington 
Gordon Hamlett 
P Harkins 
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S Payne 
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SUPERB QUALITY 
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SHUFFLE 

kids of all ages 

loo!). Beal the clock 
and rearrange the 
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— Charge my Access A r isa account £ 



tould be made payable to Rino Marketing Ltd. All orders 






Jolly old Rupert can walk I 
jump, leap, climb stairs- 
and even fly - but can yoi 
get him to the party? 

32 challenging screens 
of animation and fun. 



Quicksilva Ltd, Liberty House, 

222 Regent Street, London WIR 7DB. 
Telephone 01-439 0666 



Rupert Bear © Express Newspapers PLC 




BACK-UP PROBLEMS SOLVED 




SPECIAL DEAL FOR ATARI 

400 / 800 / XL / XE 

HIRE your first 2 games FREE from our extensive 
range of software. Up to the minute releases avail- 
able. Apply Now! 

OR 

BUY all the latest software titles at best possible 
prices. (New releases available direct from U.S.) 
Atari hardware and modems now available at 
discount prices. For further details send S.A.E. to: 

CHARNWOOD GAMES 
30a WARWICK AVENUE. QUORN, 
LOUGHBOROUGH, LEICESTERSHIRE. 



..STOP PRESS STOP PRESS.. 



T OURNAMENT 
= Snooker = 

FOR THE EINSTEIN 
{See review In this issue) 

Available Immediately by mall order from:- 

Hard Software 

6 Arum Way, £14.95 

Leicester LE3 6NB Ind. VAT/P&P FREE 

HARD S OFTWARE 

Selling new standards 




“Chess game it is not!" Your Computer 



THE CHESS GAME 



Commodore 64 - Now Available - RRP £7.95 

"If Lewis Carroll had written a computer program 
then this would be it." Home Computing Weekly 
"Brilliantly designed opening screen . . . 
Perspective animation and sprite design are 
excellent ... A very clever and original program." 
Commodore Horizons 

"Excellent 3D graphics . . . Top Notch." 
Commodore Computing International 
"l strongly recommend this game whether you 
understand chess or not." Home Computer Weekly 
"An arcade extravaganza from MicroClassic." 
Your 64 

THE FIVE STAR REVIEWS CONTINUE . . . 

Home Computer Weekly - Commodore Show 
Products Review Week - The chess game rated top 
game - Popular Computing Weekly - Rated equal 
top for week - Commodore Horizons - Top two 
best game - top graphics - Commodore Com- 
puting International - Five star graphics - 

PRIORITY ORDER SERVICE 

we will rush you a copy by 1st class 

MICROCLASSIC. GREENFIELDS. PRIORY ROAD, 
FOREST ROW. SUSSEX 
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WIN an ATARI I 



Compumart of 
Loughborough are giving 
away a fantastic prize to the 
first Gamer reader who 
solves our disk puzzle. 



How to Enter 

All you have to do to have^a 
marvellous prize is to solve 
It seemed appropriate to 
base it on a dish since Com- 
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Compumart have just laun- 
ched a computer pack for 
£299.95 that includes the 
new Atari 130XE com- 
puter. along with a 1050 
disk drive and a box of 10 
blank disks. 

Although this represents 
excellent value, you can go 
one better by winning one 
free by entering oi ~ 



th the 1030 
sk ui-ive Li.e 130XE is 
iady to use a wide range of 

iflware mcludmg^some^of 

com adventures. As well 
s a wealth of American im- 
jrted software. 




Jane Naylor presents her 
selection of this month’s 
games books. 



— 'O 



OO 



run-oT-the mill 

program book full of shoot 
'em down games. What you 
get here Is a good collection 
of interesting and 
challenging brainteasers of 
varying difficulty, that will 
let you pit your wits 
against your computer. 

There are nearly thirty 

several of them contain a 
number of puzzles within 
themselves you aotually get 
very good value for money. 
The first one. Hexagon 
Puzzle for example, 
contains eleven puzzles. 
The collection is a varied 
one. You will recognise 
several old favourites here, 
such as “A-Mazeing'', "Odd 
One Out" and “Word 
Search’’, while you will 



i 8 ISl'fhe 



tion challenges 

— all cunningly disguised 
in scenarios such as a Wild 
West saloon bar, the 
landing of a flying saucer 
or the scene of a bloody 
murder. They range in 
difficulty from the very 
simple, which are suitable 
for quite young children, to 
some quite ambitious ones, 
which would easily flex an 
adult’s brain muscles. 

In addition, there are’ 
some useful hints that the 
author has provided with 
each program, as she 
shows you how to make it 
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Title: 



How to write Amstrad CPC 
464 games programs 
W. Simister 
£2.50 

Bernard Babani (publishing) 



If you have had an Amstrad 
looking for some ideas on 
creative programming now 
that you have taken your 
first tentative steps in 

wra-walia 

fookh? P ro 9 rams worth 
Tbe author aims to teach 
beginners son 






ricks 



time*’ demonstrating them 
practically in a few selected 
programs throughout the 
book. It is a nice idea and it 
works well. There is one 
major limitation however: 
only a limited area of games 
Is disaussed. board and 
card games. 80 if you were 

i aliens or 
limitless scenarios 



— ii intricacies 
as creating UDGs, LOCATE- 
ing text on the screen at 
certain positions, selecting 
colours and simulating the 
throwing of a dice. 

8even games programs 
are included in the book, 
each of a reasonable length 
for typing in, so you get 
pretty good value for 
money packed into these 
134 pages. 



upon — though no doubt it 
would have Increased the 









the routines are 
complicated to explain and 
understand initially and 
the very densely packs 
text In this small book doc. 
not help. Single program 
lines would have been bet- 
ter picked out of the texl 
they could be clearly sc... 
for typing in, and a few 




Games for your M 
computer 
Graham Carter 
£2.99 

Virgin Books 



There is certainly nothing 
wrong with board games in 
themselves, but the fact 
that the book concentrates 
on this should be made 
more obvious to the buyer. 

Within this area the sub- 

S is covered very mill. 

I are shown how to write 
a game of Patience, 
draughts, reversl, Go, 
chess and a few other well- 
known favourites. The 
routines are carefully ex- 
plained and demonstrated 
u should then be able 



several different points are 
covered. I also feel that it 
would have been useful to 
include some screen shots 
to illustrate the effect that 

Overall this is a useful 
read for Amstrad owners 
and will be particularly in- 
teresting to board and card 
game enthusiasts. It in- 
troduces some elementary 
programming concepts In a 
lively and readable way. 



games books a 
MSX range co: 



•ound for tt 
ipared to tt 
.liable fc 



illustrations. The rest oi 
the book is taken up with a 
five page section on how to 
“ progra 



h could actually have 



classed as really good. 

Unfortunately, this book 
from Virgin does nothing to 
change the status quo. It Is 
a collection of 23 games in 
the standard format of a 
very brief introduction to 
each game, followed simplv 
by the listing and some 
pretty pictures. 

The games themselves 
are a hoary old collection 
that almost everyone must 



programming for exa 
Apple H BASIC!). It's 



was used to supply hints or 
aspects such as varying oi 
improving the games, oi 

— gfljj rou ti n e! 




explaining useful 
and how they wor 

The listings are short ' 
and simple — on average 
between one and three 
ges - so they would be 
_ -itable for a complete 
beginner to key in without 
too many problems, and 
the Instructions, although 
bare, are adequate. 

If '^ou have^Just bought 

complete beginner and Just 
want to make your micro 
do something, then you 
might feel this book was 
gaar Mr £2.99. But there 

buys around and 

r ould advise you to spend 
your money more wisely. 
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InDEPTH 



Mike Roberts tells you everything 
you’ve ever wanted to know about 
galactic trading, but were afraid to 



program of the century, in- 
deed, If not the program ol 
the century, then it has had 
at least the most impact ol 
any computer game up tc 



large that it was probably 
that small detail that 
prevented It being done 
before, that and the 

K nominal speed that the 
Micro was capable of 
The lucky ones amongst 
us with Aoorns and Com- 
modores have almost cer- 
tainly got a copy of the 
game. The market penetra- 
tion of it was exceedingly 
‘ h reaching as many as 
f of all Acorn computer 
rs and looks set to do 

modore 64. Soon there will 
a version for Spectrum, 
astrad, Einstein and 
MSX Computers. 

Starting Off 

Broadly speaking Elite Is a 
trading/simulation game 
with full three dimensional 
real-time oombat. The aim 
of the game is to travel bet- 
-een planets (or perhaps 



goods and materials, and 



oomplete them then there is 
usually a big fat bonus in 
the form of status, money, 
and equipment. 

When you trade there 
are certain Items that are 
regarded as illegal such as 
slaves, narcotics, and 
firearms. Running these 
can produce big profits, or 
big losses (as In the case of 
e generally law abiding 
tojgr two). Be warned 

involved 



ss.rj 



Knocking them out does 
nothing for your reputa- 
tion with the forces of law 
and order though. 

Y our record changes 
though when you eject or 
when you go far enough or 
long enough away for them 



The Hardware 



the d , _ 

sometimes only some of“it 
is available as that planet 
doesn't have the necessari- 
ly high technology to pro- 
duce It. Also the BBC and 
Electron tape versions of 
the game don't have certain 
items of equipment 
available to the spacefarer, 
these are Indicated by an 
asterisk ( *). 

Weaponry consists of a 

initially with 

...loouca but oapable 
of holding four. They cost 
30cr each and are not really 
commercially viable for the 
serious bounty hunter as 



f then missile 
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you cannot expect t< 



e having trouble against 
large number of foes and 
iu want to wipe them all 



uneconomic, though you 

it 16 ships at a 






are available in three offen- 
sive sizes and one civilian 
type. The offensive lasers 
are pulse (what the ship is 
initially equipped ^wlthh 
a patch on...), military 
( *) (which zap everything 
in a matter of moments). 
The three types of laser dif- 
fer in their pricing, their 
firing rate, and their 
energy usage. Often I have 
found myself blowing up, 
because over-usage of my 
milltarys used up aU my 
disappeared. 



Y2 



is the mining laser. This 
has some offensive 
capability, but only if your 
target is kind enough to 
stay still for a few minutes! 

Mining lasers ( *> are 
designed to be used against 
asteroids. They fire very 
slowly and cause the rook 



„.i of minerals 

fuel scoop if fitted. Destroy- 
ing an asteroid by any 
means results a reward of 
0.5or for clearing the space 



left, or right. Never put 

impossible to sight, and 
you will run into a planet 
by the time that you have 
sighted them up. 

On the front you want 
beams or milltarys if you 
can watch your energy 



a side line, (don't, there are 
much better ways to make 
more money), if mining 
lasers are on the rear you 
can line up with an asteroid 

course with you, then hop 
up over it and zaj^it with 

then loop around to pick it 



discourage ei 



Though you have to have 
the original purchase price. 

Having a gun on the rear 
really has no use at all 
unless it is for mining (see 
above), however when you 
buy the gun you get the 
sighting system. With this 

backwards — very useful to 
- enemies tailing 



The most useful ltemB to 
get when trading, however 
are extra energy units, and 
an extra cargo bay. The ex- 
tra bay ensures that you 
always are running at full 
apacity. — ' " 

ew thou 

mark-up and 20cr — 30cr 
profit then you want to 

ble per trip. 

Extra energy units allow 
your shields to build back 
up again quickly, this helps 
in the midst of battle, and 



could have zapped 
whatever enemy was at- 
tacking you. Also the 
energy bomb at a more af- 
fordable 900cr performs a 
similar function (ie. not 
getting you killed) and you 
score the other ships, ie. 
they count towards your 
rating — though not as 
highly as if yoy shot them 
all down. The escape 
comes complete with ai 
surance policy to oovei . 
cost of a new ship. 
However, it doesn’t r 

you'velost that. 

ECM units are necessary 
for serious piracy as so 
many of the bigger 
freighters have a lot -* 
missiles to fire at you. 

Finally there is the dock- 
ing computer, definitely a 
must if you are a bit wobbly 



xchange' on your ol 



For mining, piracy, and 
economics you need a fuel 
scoop. The titles of this 
piece of equipment is 
rather misleading, not only 
can you replenish you 
dwindled fuel supply from 
the nearest sun ( *), but 
you can also pick up 
pirated cargo and bits from 
a mined asteroid. A high. 



innecessary in^my bookn 
lit the eject button you 



Can al 



ig compt 

where the planet is 
you are a long way away 
(like behind the sur‘ ‘ ■ ' 
It is a shame that thi 
tape versions are 
good, ie. you press 
you just appear in the space 
station, with the disk^ver- 

flown there — although 
they do get you to the space 
station. 

Also there is the galactic 
hyperspace, this will zap 
you from one galaxy to thi 
next, and will then bun 
out, very expensive job ti 
fix. that is John. . . burn 
ed out galactic hyperspao 



COMPUTER GAMER SEPTEMBER 1988 COB 



InDEPTH 




Jc around 5000cr — 



stages of the game, just 
shoot at everything that 
moves, or looks like it may 



ir five bandits then It 
enemy, and then at 



Military lasers are so 
powerful that nothing can 
stand In your way, 
however, to the inex- 
perlenoed combater 

will fire -- 

whether he i_ 

or not then 

matter. The military lasers 
chew so much out of your 
banks, that before 



at anything, 
Is going to hit it 
n it Is another 






Trading for the 
novice 

import/ exporter 



6n /°ite Bt 



- e. This Is because 

the first one will be too 
near. If any problems 
develop then loose off the 
missile. It will usually have 
an effect like a local energy 



rt off your life 

remember thatyou are one 
of the worst armed ships in 

wm only knock out a target 
battle with a single ship. So 
you must lay off the piracy 
and smuggling for the 
moment. Bounty hunting is 
OK as long as you have got 
a good clear shot at the jet 
pipes of the enemy ships 



if you are close and hit the 
je^plpes. All types^of guns 
shorter ranges, and hitting 
the jet pipes makes them 
explode faster. 

will be trading In very 
mundane things making 
very little money as even a 
50% profit is only 50or at 
this stage in the game due 
to the small amount of 
capital that you have to 
start with. 
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within range of each other 
that will pay through the 
nose for a product in large 
quantity on the other. Two 
such planets as these are 
Arexe and Reesdice. One is 
a rich industrial planet and 

agricultural planet. You 
can buy computers from 
the industrial at 60cr and 
sell them for lOOor — a 

S ' t of 40cr a ton, with a 
cargo bay (essential) 
you can carry 35 tons of the 
stuff and make a profit In 
real terms of 1400cr on a 
one way trip assuming no 

refuelling in the sun. The 
way back is good to you, 
you can buy booze at 20cr a 
ton from the agro planet 
and flog it to the 
industrialists at 35cr a ton 



.. * trip. With this 
you are making more than 
2000 cr per round trip! 
More than enough to fully 
equip your ship. 

With a fully equipped 
ship the sky's the limit, 
Goodlu ' 



snths — you'll neei 



45 





Ihe UK version of the excellent 
ULTIMA III was missing some vital 
material. Gordon Hamlett fills in the 
gaps and provides some hints and 
tips to get you started. 



c Su: Cost BO 



i: Cost 85 



Anyone who has Just fork- 
ed out twenty quid for a 
oopy of Exodus, is probably 
thinking “■-* *' — 



bought the most ex- 

r ve frisbee ever. Not 

only is the game extremely 
user-hostile to start off 
with, but US Gold, in their 
infinite wisdom, have seen 
fit to leave out two of the 
three instruction books, 
without which it is totally 
impossible to play the 

is here to the 
are details of 

started, how l. — 

(and what the spells actual- 
ly mean) together with a 
few hints ana tips on play- 
ing the game itself. 



Getting Started 

The first thing to notice is 
that your disk is double 
sided. Load in side one (the 
side of the disk withoi 
Exodus appears, press "C” 
and follow the on-screen in- 
structions to make a copy 



ceed as normal. It is one of 
the annoying quirks of the 
game that once a game 
finishes, you cannot restart 
but have to reboot the disk. 



As above but go dow 

Spell G: Lib See: Cost 

This spell causes a ram 
teleporting within 
dungeon ie does not w 
on the surface. 

Spell H: Alcort: Cost SB 



of s: 






Z of your program disk, 
the copy that you 
Just made “Scenario 





partially completed _ 
there are a couple of pol 
to bear in mind. If your 
party is alive and kicking. 



last party was killed off 




magical spells 
Clerical spells are on the 
whole defensive in nature 
such as curing wounds 



magical points t 
The spells ar. 
name on the playe 
reference card but t*-*- ‘ 
;.TSSK‘ actually 6 know 
what the names mean and 
you go round casting them 
willy-nilly. You end up 
— ‘th the feeling that .you' 
e helping the enemy more 
...an yourself. So here, ex- 
clusively in Gamer, is a list 
of Urn spells together with 



Thls*allow8 you to destroy: 
one evil being. You n 
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ADVENTURE 



damage to large 

Spell O: Dag Acri 



Points 

its spell’s name derives 
im the seven words of 
— tl-ereation and when In- 
voked, releases the fury of 
Truth on the world. Its ef- 

destruotlon of e 

This will restore to life, the 
ashes of a dead colleague. 



This spell will teleport _ 
party randomly, but only 



A long-lasting light sp 

Spell J: Pal Dlvi: Coi 
Points 

This spell allows you a 

to any of the clerlo spells. It 
does however have a high 



Wizard Spells 

Spell A: Repond: Cost 0 
Points 

This allows the mage to at- 
rolfs’a *d <UspBl goblins, 

IpeH B: Mittar: Cost 5 



a specified direction, mand. 



Spell L: Decorp: Cost 63 
Points 

This lets you put a 
deathwlsh on an enemy in 
dlreot line of fire. 

Spell M: Althair: Cost 60 
Points 

A spell which slows time 
for the whole party allow- 
ing it to sneak past an oppo- 
nent. Compare this with the 
thief’s negate time 



Hints and lips 

Selecting Your Party 



SK5 



*s witn tne oeoorp spell but 
a multipronged attack, 

Spell P: (No Name): Cost 73 



Transports the party 



a dungeon level. 

Spell E: Sur Acn 



sling. : 



Finally, should you 
to pause a game 1- *•— 
die of it eg. to e 
telephone, try using any 
command that requires a 
further input. I use Z (for 
ombat 
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Dungeon 

Dressing 



ADVENTURE 



Finding treasure is every 
adventurers dream. Gordon Hamlett 
shows you how to make your players 
fight for it. 



you get rid of. All of this 
could be worked Into the 
plot by saying that you 
needed to acquire sufficient 
funds to buy a particular 
spell which enables you to 



ore three mam aspects to be 
looked at — what con- 
stitutes treasure, where to 
hide It and how to use It. 

One commercially pro- 
duced adventure contained 



collect during the game. 

Now this, not to put too 
fine anoint or^lt, Is plain 

is ' m °' 



re middle of tr 



might indue 



slightly so that it rings 
through the forest, you 




plaoes 
heavily 

booby-vrappau .“Do., 

behind a secret panel or 
hidden under an lnvislbili- 
main »ao- 
blems you will meet when 
placing treasure In your 
adventure Is the nature of 
the treasure. Whilst It Is 
easy for the programmer to 
have a single Item of 
treasure waiting to be pick- 
ed up, a moment's thought 
will show that this would 
not actually be the case. If 
you overcome a pair of 
trolls, their horde would 
not consist of lust one large 
ruby. There would be piles 



weapons from conquered 
foes. Huge amounts of food, 
probably rotton. The furs 
that they are wearing will 
be worth a few bob. That 
tapestry would have been 
splendid save for the fact 
that they were using it for a 
carpet and it Is now only 
worth a fraction of its nor- 
mal price. The pile of debris 



nice twist would be that 
once you have overcome the 
trolls, you will hve con- 
siderable trouble collecting 



you to carry at onoe and 
now that the trolls are out I 
of the way. the other I 
denizens of the dungeon 
will soon be out looking for 
easy pickings. How will 
you guard the rest of the 
goodies? Perhaps you can 
block the door or you have 
a magical bag which enable 
you to carry extra weight. 
Remember that different | 

u ...j n \ae:i 1 

creatures will have a I 
reasonable sense of value. 
Some monsterB collect 
shiny objects regardless of I 
worth, whilst others are J 
only interested In scaveng- t 
mg for food tend to Ignore i 
Items of use to an adven- 1 
turer. Treasure left on Its 
own should be difficult to I 
obtain eg a gold nugget 
embedded In the wall of a 

mineshaft which Is about to | 

G ° Treasure doesn't have to | 
be something of value such I 
as gold, silver or jewels. A 
potion or magical Item Is I 
likely to be of more im- I 

mediate use to a player, and I 

also generate much more I 
thought. Your first reac- I 
tlon on getting a bag of I 
— V lets dump It as soon as I 
possible either In the I 
designated receptacle or In I 






at that 



through^the local forest. 
There you find a tree (sur- 
prise, surprise) which you 
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been struck by lightning 
(note here that you have 
made the tree sufficiently 
different for^you^to became 
rather than Just any old 
tree! yo'unotlce a smaU hole 
half' way up. Climbing the 
tree and examining the 
hole allows you to get your 
bagof silver. _ „ „ 

This leads to the first 
major point. Treasure Is 
normally kept hidden. Im- 
agine what you would do If 
you owned a valuable 
naglcal artefact. When not 



t leave 



ficult to program all that 
and so, obviously, a com- 
promise must be reached, 
one possibility would be to 
have some sort of trading 
post where you could buy, 
sell and bank articles. This 
would lead to a nice little 
haggling scenario with the 
storekeeper trying to rob 
you blind. Of course If yon 
bought an article, it would 
be at least 50% more ex- 
pensive than you sold it for, 
so you would have to be 
very careful exactly what 



does and where best to do 
' Consider then giving 

funotion with the game. 
Gold Is a soft metal and 
could be melted and poured 
Into a mould to make a key. 
Silver could be used In the 
fight against werewolves. A , 
diamond can cut through [ 
anything. An orb oouldj 
become a crystal ball, »* 
highly polish!" 4 
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For help with Readingand Writing 

S01-405 4017 



Since 1975, 350,000 
adults have been helped 
to read and write better. 
If you want help look for 
this sign. 

For further information 
1 Adult Literacy* Basic Skills Unit 
PO Box 213 London WC1V 7ET 
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organi satio n I 



i BT 



behlnd'it, MOD does indeed 
look like being at, in Simon 
Daily’s words, "something 
truly enormous." 

The first task facing 
MUSE was the creation of 
MOD 2. Richard a.-" ”~ 



They wrote a language 
whioh was designed 
specifically for the task of 
wthhiuj an adventure game, 
language, MUDDLE 



'scenario'. To 



First Light,' 

Chris Carrier, the game’s 
GM. as devised a system by 

which UK player 

far and produce tnree times 
the goods as players in 
California. This is oeoause 
Californian players 



limited, with a set and 

„„„„„ finite end point. "I’ve never 

game Once a player thought of the game as hav- 
becomes a Wizard or Witch ing a particular object to 
— or Wlz, inMUDspeke, the achieve," he claims. 



through 

postal Serviuoo no w 

problems^f ^pay- 

change rate of 1.3333 
dollars to a £1 which will 
remain static until it gets 
K) unrealistic. 






.t the dawn o 



SffUfc* 

allonge of Fin 



Enterprises. 1215 Pi 



3 



4 ° 



mini computer. Players u»o 
their micros to contact the 



laraoters just as if 
they were playing 



then l 

lortals ar 

generally spice up the 
Land. But while a Wiz 



'e of the new game 



dinary adventure. In f£ 



seems like — an ordinary 
adventure^ It’s only when 
i fand real- 



playing that the 
If two player 
characters In the sa 




sion running at Essex and 
on Compunet, and Valley, 
one of the two ‘mini’ Muds 
created by other students at 



i 5§0 'rooms’. 



ivilisation. 

ame you must aeeiue 
jhether your tribe will 
irogress through 
echnology or military 
night. Either way you will 
isttle against other players 
.nd the planets hostile 



how far 



life - s 



n real 



tyer in Aber- 
adventuring 
with a player in London^ or 
In Mud, players take the 
role of characters within a 
fantasy world, where magic 
works, and there really are 
things like Dragons and 

The game is open ended 
— there is no goal to 
achieve, no defined end to 
the game. Like in the role of 
playing game Dungeons 
and Dragons, which to an 
extent inspired it, MUD has 
a system of levels — players 



MuBs', written by 
different people. The two 
other games are called 
Valley and Rock — both 
have a rather different at- 
mosphere to the original. 



300 or so, and Intends to 
add about 200 -more, to 
bring MUD 2 up to a totAl of 
1,000 rooms. 

"We're aiming for a 
thousand rooms," says 
Richard, "' — 



MUD was written al 



d. by tv 



puter science studen 



theUi 



ly of Ei 



ixCol- 



every potential 
player — that way it’s not 
so small you get bored, and 

“Sf 



i important 



= 

tracted a cult following, 
both within the University 
and amongst the small, but 
growing, modem owning 



community outside. Final- 



ly, last year, Century Cor 
munications acquired the 
marketing rights for the 



"A room," according to 
Richard, 'is a connection of 
locations in whioh you can 
meet another person — 
within that room there may 



Since 



work their way up through left the 
the ranks by amassing 
points. Points are gained by 



then, Century 
Communications' " — ' 
Editor, f 



DaUy.^haa 

firm 'just to market 

MUD and other multi user 

games. This company is 



ing th 

iighi.ii 
I player 



called Multi I 



o 



ayers, ... 

treasure. Quite 
get you points 
mystery — finding out is 
the challenge. For example, 
the umbrella or the parasol 
are for keeping the rain off, 
right? But you can also use 
them as parachutes, so you 
can jump off things. 

The ultimate rank is 
Wizard or Witch — MUD If 



Enter- 
tainment — MUSE for 

short. Richard Bartle and 

by collecting Roy Trubshaw are bora- 
te what will directors. At present, ave 
Sion of the original MUD 
running on Compunet, *’ 



I. A player 



be | 8d ' 



Commoc 



i — but not with somel 
outside the bedroom. 

contain one location, or 
could hold 50. It’s all tl 
same to MUDDLE, t ■ 
Richard puls it, "in MUD-P 
DLE a room is an object Jui ’ 
like any other — except yc 
Tlie 1 whole system 



irking 
.rranged by 
Contury before the creation 
of MUSE. But the big news- 
is that British Telecom has 
licensed a new version of 

the game. MUD 2, which The wnoie system 
will be launched at the PCN designed to maximise 
Show. With the support of chances of meeting 
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player 



IK 






a thousand rooms 



be only a th 

in MOD 2 

many times that number of 
locations — and the biggest 
single player adventure 
games only run to a few 
hundred locations. 

Size won't be the only 
difference between MUD 2 
and the present version. 



In addition, Richard will 
be adding a new command 
to the Wizard's repetoire — 
Attach. This spell creates a 
bond between a Wizard or 
Witch and a mobile 
monster, so that If a mobile 
is asked a question it hasn't 
been programmed to rin»i 
with, it alert- “~ 
controlling i 
Wiz. F" -- - 



r she tl 






pleteiy 'rewritten el ?n MUD 
2. everybody will start off 
as an ordinary, puny mor- 
tal, with no magloal 
abilities of any sort. But 
they will be able to switch 
to having magical powers 
If, and only if. they survive 
a fiendish gauntlet Richard 
has designed specially. 

"I suppose you could 
call it a rite of passage." he 
says pensively. 

There are 12 levels of ad- 
vancement available to 
players, starting with 
novice at the bottom, going 
3 through Hero, Cnam- 



trols the mobile Just as if It 



say Do you like Barry 
Manilow’, it'll say Barry 
who?' and signal the at- 
tached wizard, who can 
then take over and say 
make polite conversation 
about pop stars." 

In the original MUD, 
players enter the game to 
find themselves in the Land 
- but in MUD 2, there will 
- - before the Land 



ached. 



h like. v... 
rank, Wizard, 1 



P.!»? e 



Dut fear of being 



passage can become wizard 
or witch. 

throu gti 1 the r ranks? 8 they 
become more proficient at 
their skills. If they have 
magical abilities, then they 
can also learn new spells, 
apart from those which are 
common knowledge. 

After a probationary 
period as Wizard or Witch, 
players can also earn the 
right to Brtrt an 

Red Wizard," 

Editor 

there 



attacked or robbed, 
hostile actions will be for- 
bidden. Richard calls it the 
“Coffee Lounge”, and says 
that there will be magazine 
available — including 
copies of the late lamented 
Micro Adventure, in which 
he had a regular series of 
articles on MUD. 

One problem which has 
been causing a lot of pro- 
blems to Bulletin Board 
obscenity — but MUD I will 
have a simple answer to 
foul language. 



in adjective 
Ike Azax t 



Wizard or Witch, 

"grf“ 






m in the existing 
Wizards, however, are i 
ir appointed. They yei- 
_ - very important 
in the game, as 
~—j as monitors — 
They ensure that 
erybody is behaving 

nobody is deliberately try- 

as. ■■ - 



in MUD are treated as 
synonyms of the guit com- 

"Some are so bad, however! 
that they a— — 
synonyms I 
KUlMe .' 0011 



o commit suioide — 



function 




The way you get to play 
MUD 2 will be different, 

To play the game, you 
will have to buy a MUD 
pack. This will cost £20, 
and will include your 
registartion fee, full in- 
structions, a map of the 

number, a credit card°vrtth 

r personal codes on it, 

30 credits to use. 
credit will last six 
, and w:" 

1 be al — 

batches o. 

feotively, then, you w 

P Br hour w Play 
MUD 2^— plus the phone 

however, are 8 confident! that 
there are plenty of people 
™ , t there willing to pay 

lording to Mike 
nnoeries, of BT's New In- 
formation Services, the 
game will be running on a 
Vax 11/750, with an Initial 
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A D VENTURE 




Spectacular, all 



this special Spectacula^^S 
receive £100 and 1,000 free 
mud credits. 

If you'd like a chance to 
represent Gamer look out 
for 'The Great MUD 
Challenge in the next club 
newsletter. 

At the risk of using a 
phrase that has become 
rather hackneyed over the 



Si* 














Mike Roberts takes up the sporting 
challenge of Summer Games II. 




brought over from the 
states in the first wave of 
American imports and was 
written by an American 
company called Epyx. 



though sadly" after tin 
end in Britain. This t 



mony, complete with a ru 

with a torck to light tl 
Olympic flame. The co 
testents {up to eight!) can 
then input their names e - J 
the country that they w 



malities there i, 
that allows yc 



omputer market si 



VCS about two yea: 



is options, n 



Could Epyx improve o 

on? Summe 

sir follow up. a 



brilliant. Currently on a 
double sided disk for the 
Commodore 64, Summer 
Games II will be sold by US 
Gold, since the demise of 
Qulcksllva as an indepen- 
dent production company. 
This Is the first release by 
US Gold from the r 



software that was going to 
be launched by CBS before 
the closure of that company 
by its American parent. 

The style of the game is 
very much similar to Sum- 
mer Games, a number of 
people playing at once 
national anthems and 
flags. The menus are the 
same as well with the addic- 
tion of an option to use 
Summer GameB as well as 
the Summer Games II disk 
for an extended 16 game 
match. 



Bnt world records. 

like an 

re table, h 
SCO"" ' 
nts 

ior^)oster:t,y 

events come up in sequence 
and if you play alone there 
is a computer opponent to 

B against in the head to 
competitions. 

First up is the triple 
jump, this event requires 
an awful lot of good timing | 
and control. The man runs 
by himself and the joystick 
is used to indicate which 
foot is to be put on till 
ground as he flys througl 
the air. The graphic £ 
quences and animation 
amazing in this event (well, 
actually they're no better 
than the 
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representation of one of 
those huge televisions in 
one corner of the stadium. 
Tour flight through tl 
Is played bac’" 
have landed oi 
past on It. This event is very 
difficult. 

Next comes the rowing, 
the event Is the single sculls 
head to head race. Two 
players race at a time, the 
person with the lowest time 
out of those competing 
wins. The screen is split 
between the two players. 
The first zone showing the 
race from the first boat's 



aneflt of the other 



forth to indicate 
and the thrust as you travel 
very short but Jabby 
movements of the stick as 
shorter bursts of thrust 
and quicker returns seem 
to be good tactics. 

Javelin comes next and 
is one of the easiest events 
to get the hang of quickly, 
awkward to perfect proper- 
ly to get really good 
distances. The controls are 
simple, press the fire but- 
ton repeatedly and the 
character runs (good move 
this for Qulckshot II 
owners, autoflre makes 
him run like a house is on 
fire!). PulUng the joystick 
back causes the thrower to 
pull baok and start to raise 
the javelin, let go at the 
right moment and the 
javelin will fly off. What 
you have to watch, though. 
Is that the thrower lunges 
forward as he throws and 



Jump across the fi 
, destroying an oth._ 
wise perfect throw. 8< 
launch earlier that yoi 
would otherwise expect. 

The equestrian event- i! 




- -;arts up in. Gi 
o the first bar of tl . 

& the press the fire but- 
send him over. At the 
top of the flip you can make 
him sort of roll over to clear 
the bar. If in any doubt of 



run past the post, that does 
not forfeit your attempt. 
The fencing competition 



_ a formula ii. 

manual, otherwise just 
concentrate on hitting yc— 
enemy. There a— 



fire button to switch bet- 
ween lunging and parry- 
ing. The computer oppo- 
nent is very good and 
drives me off the edge of the 

Cycling is another one of 
the spilt screen method of 
head to head racing. The 
controls are also strange, 
o point your 



is you have 



pedal. This m 
to wind arov 
the joystick 

vehicle go. I 

perfectly satisfactory, and 

Lastfy the final sport 
kayaking or oanoelng. This 
covers a very complex 
cellent graphics on 
event. All the really n 
gates are there along wi 
load of rocks just to annoy 
you. Remember the New 
Generations 'shoot the 
rapids’ game of a year ago. 
Well this one event, this 
subset of a game Is up to the 



The closing ceremony is 
a work of art. The sky 
darkens, the flame dies, - 
clap with a jetpao on fl 
around the stadium for 
bit. The Epyx airship tur 
up with adverts on i 
sides. And then tl 



Overall this game Is tl 
best 'sports’ games thi 
I’ve seen, the graphics a: 
stunning and as it take 



(Live the 






Wo 



single sided disk, sc 



Price of the tape vei 
unknown as yet, b 



arginally 1 
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No w we will deal with one 



Firstly, for the Bpeotrum. 



The Bpeotrum uses the 



land BEEP. That’s 



BEEP (Duration — Pitch) 
Duration Is in seconds. 
Musical equivalent 




Firstly, 



Crotchet = .25 seconds 
Quaver = .126 seconds 
Pitch Is in a scale - 30 to 65 






mple: 



i. The first one Is ii 



> 1 <J; Son'i change 

anything else. Here Is a 
table of things to enter to 

fir -r s rT 

variety of Dura- 



..... ... 0.3 3 1 

Data Statements. Be careful Tone 35 35 35 35 
copying it in. It Is a Scottish Repeats 6 4 4 4 

tune which is well worth 
typing In (Program 6). 
statements.^ It merely 



but do try out your o 



_ sub -division (Channel 3) 
which is white noise. This 
is used for effects, explo- 
sions, engines revving etc. 
Because it is a sub-division 
of Channel 2, Channels 2 
and 3 cannot be played at 
— *'—e, but 1 and 3, 



first piece, Y as stated bein 

the pitch and t’-- 

piece, Z a" 






ing tin 
of the 



the duration or length 



_j the familiar Death 
March. 

The next tune. Program 



The actual command 
works like this: SOUND X, 
Y, Z Where X is the cl 



achieved by the SOUND — — — - 

command and also VOL, nel, Y is the pitch of the 

not pokes as on other Com- — — “ 

modore machines. VOL 
ranges from 0 (off) 1 (very 

.„ .... quiet) all the way to 8 (very 

data, but the duration, loud). So If there is still - 



only Is the pitch contained 

in data, but the duration. -- - — - 

The tune itself is a short lit- sound Just type VOL 0 and 



Program 9 is for the C16, 
plays the nursery rhyme 



tions I will first give 

of the sound commands 
whioh will be explained 
later. SID = 64272 



before the player actually 
begins the game. 

The next tu-- - - — 



simulates it as 2 n 



The next and 



_ machine code 
which you can 






FOR /I 



= 32500 to 32520: READ B: POKE 



a, 3: NEXT A 
DATA 33, 10, (Pitch between 0 and 9), 17, 
(Duration between 0 and 15). 0, (Number 
of repeats 4-6). 

200.229,213.197.205,181,3,193,309.225. 
(Tone: 43 decreases the tone. 35 Increases 
and 0 keeps it the same), 16,244,201 



FREQUENCY (High) 
PULSE (Low) 

PULSE (High) 

CONTROL REGISTER 
ATTACK and DECAY 
SUSTAIN and RELEASE 



FUNCTION 

FILTER FREQUENCY (Low) 

— - 

h- FILTER 



MODE + VOLUME 

FUNCTION 



ENVELOPE 




i, but .. 

time and effort, the result! 
— very rewarding. Un 
- detailei 



fortunately, a very 
understanding of 
chip and computing 
general is needed, but I 
light on the problem. 

Playing notes: Say tb 
note to be played is POUT, 
then you can work out FH 



(Frequency High) and FL( 
(Frequency Low) by it. 

FN = FOUT *1 .0609'; 



- - JT*1 

- FN/256 

FLO = FN AND 253 
(The AND there Is not plus 
, — — id used f 
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JUST STARTING — A NEW GAME OF STARGLOBE. 



STARGLOBE 3 



This is a brand new game of STARGLOBE, the leading 
play-by-mail space fantasy game. 

STARGLOBE features a huge three dimensional 
universe of 2,000 stars, most of which have planets for 
exploration, conquest and development. 

To play, fly your own starship through space to try and 
outwit other players whose ships you see on your screens. 
The game continues peacefully for the most part allowing 
you to develop your own empire but combat with other 
players or aliens, when it occurs, can be sudden, brutal 
and devastating. 

Once you have built up enough strength and weaponry 
you can return to the central star and conquer it to become 
the winner of the game. 

STARGLOBE runs continuously and the first two games 
are still going well after up to two years of play. Regular 
moves are £1.60 per turn. Send £3 for introductory pack 
and launch of your spaceship to: 

Timepatterns 
STARGLOBE 3 
97 Devonshire Road 
Birmingham B20 2 PG 

TEL: 021-523-4446 





sn\mi±mM 



w 



Calling all Spectrum and Commodore 
64 owners. You can save pounds in 
our fantastic special offer. Take out a 
subscription to Computer Gamer and 
buy two Beyond games for 
£1.50 each! 



When you subscribe to 
Computer Gamer you can 
be sure that we'll oram 
through your letter box, 
every month, aE the news 
and reviews of the latest 
releases, indepth strategy 
articles on the best games, 
help for those stuck in 
adventures, competitions 
in which you could win 
fantastic prizes, challeng- 
ing programs for you to 
type in and fasolnating 
Features to he' ~*~- 

best from yc 
gaming. It all; 

magazine thi 

can afford to 

Not only are we saving 
you the rush to get a copy 
before your friends nab the 
last one but were also giv- 
ing you the opportunity, to 
OK readers, to buy two 



Beyond software 



....... 



ts’sse’s 



What you save! 

The normal Gamer 
subscription rate (for OK 
readers) is £15.20 for 12 
issues. Adding £3 for the 
two Beyond games brings 
the total you pay to £18.20. 
Compare that with t'- - 




SPECIAL OF 



FEE 




I Special offer subscription rate £18.20 
i Selection 1 (from Box A only) 



Selection 2 (from either Box) 



I am enclosing my (delete as necessryi 
cheque /Postal Order / International Mot 
Order for 

(made payable to ASP Ltd) 








Eecaans Star Guide 

Hole — I 1 This should be avoided at all costs 

• I as anything that gets too close to it 

1 1 is immediately sucked Into the 

vacuum. A game given this 
description is totally void of any 
_____ interesting features. 

9 Dwarf | Q I now far Any similar 
I * games may lack lasting appeal. 

rasaSnSireKT "" 

I I teresting and will support i 



I description win oe origin, an u in- 
teresting and will support intelll- 

Red Giant - m S“3lU ' ‘have*”^' L 
lature or game system. 

' you see a game with a min 
iting you should immediately 



Nova - 



its tan ding 



Supernova - 



1 a oomputer t 



□ 



i minough 
bright anu m».v 
fact constructed 



o-v-a'S 

ia't you fon't 
machine and 



nterestlng they are in 
iiBu-uCted totally from hot 
Beware of any game carry- 



S0!i g 



last, the oomputer game of 



Frankie Goes To 
The Frankie pacl 



om and you must 
ilch will be useful, 
error over many 
of play will tell 

j what you need. As 

usual you can only carry a 
• ited amount. 



In s 



s of t 



Dy me group ludiubci.m 

and the other containing 



se TVs and 



fronf i Mundanesvllle to "the 
heart of the Pleasure Dome 
itself, ^ppearhig ” 
gram contains a 



puzzles which must be 



... television sets 

with videos attached. Dur- 
ing your search you find 
video cassettes which may 

yoiS a humanold S can ■ 
the screen of the TV tc 
himself in the centre 
arcade game or a p 
„„ screen. There are aboi 
the pro- different screens to be 
— — "*■ pleted e T,rt 






Game symbols. 

Planet ratings are marks' 

"gs1m g °It y .s however 




tre of the Pleasure Dome 
itself. 

The opening ^soreen 
filundanesville as an amor- 
phous humanoid shape 
seeking to develop the four 
essential elements of per- 
sonality: Pleasure, War, 
Love and Faith. These 
elements are represented 
on the right of the screen 
which columns grow as you 
gain experience during the 
game. Occasionally the 
screen displays a readout of 
the sum total of the^col- 

developlng. 

'houses of 

which 



be'take 



idanesville ^ 
zecalled the Corridors ol 



Power contained within tl„ 
Pleasure Dome. In superb 
graphic action you can lead 



anything worth te 
displayed in a sr 
box superimpose 



icreens: through piotu 
in the walls of the hou 
ir by entering doors within 



reached by unlocking a 



are found but be warned, E 
the manholes will swal' 
up your character i 
return him to Mundanes- s 
vllle with a subsequent loi 
of personality points. Pas 
lng through the doors i 
the corridors leads into tl 



is which form entranca 
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Codename Mat II 

Spectrum 

Domark 



BS v£ 



■1th your c 
le ships stat 



tempt to fight them off In 
"-'-name Mat, they're 
n the game 3D action 



sequel. 
This t 



KriUium t 



n Centurion n w. 

Barth's most powerful 
' t ship. Krlllium is 
tost valuable sub- 



iot’fallTn'your m’is2on. 

Your job is to locate the 
- — -ling Myons and 
■y them and by doing 
is long as possl- 

•fighting, valuable Krlllium 
' i being mined. 
Remember the 




destroy tl 
so hold ou 



torpedo tubes. Unfor- 
tunately you can only use 

^£2 

o you 



one type of weapoi 
one time. In fact w 
is through 



3D fi 



the invading Myons. 

Inevitably you will sus- 
tain damage to the ship and 
its systems which will 
adversely affect their per- 
formance, but If you’re in 
the middle of a Myon attack 
you have to make do with 
what you’ve got. For exam- 
ple a damaged battle com- 
puter will only briefly show 
the data (distance and 
direction) of attacking 
Myons but the short range 
scanner can be used, In 
emergencies, by a skilled 
pilot. 

should 

despatch your repair 
droids to give you back the 
systems that you'll need to 
survive a bit longer. TH 

PLANET RATINGS 




being withdrawn before the 
torpedo-tubes are extended, 
curate and fire rapidly but 
will overheat If used con- 
stantly. The current 
temperature is shown on 



Originality 
Use of machine 
Value for money 



E3 1 



April Showers 
BBC Micro 
Beven Technology 



ing clouds. 

Apart froi 
very little eli 



s. You play the part of a 
.d and you should rain 
..he little thing. However 
the nasty umbrellas keep 
suoking up your raindrops. 



playability ^ 



keep anyone 
lur Interested 



60 



minutes. It shares the u 
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0 



battles fought 

likes of Davis, 

Taylor and Higgins can be 
reoreated In Tournament 
ISnooker. It is the first game 
iptly named Hard 






novlng a pointer ove 
n the top left hand 




a an ext 
ed snooker slmi 



... the shot. 

You can really impress 
the crowd by putting spin 
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0 



against graphics is 



at the 



> valuable 



be drawn and add nothing 
to ^the game. In fact it Is 
graphics precludes good ab 
biospheric room descrip- 
tions and therefore spoils 
the adventure. Magician's 
Ball will add fuel to the 
debate as not only does it 
have good room descrip- 
tions it also has meaningful 
graphics and music as well. 

, In the adventure you 
play the role of Caro who 
enters a fantasy world to 
rescue the kings daughter 



deductic. 

and finally deft 

During the adventure 

E J meet other characters 
it you can beoome which 
helps you to solve problems 
that Caro can't handle. 

The game accepts quite 
Involved commands such 
as Throw Hammer Through 
Window which can be 
repeated and edited by 



type and add a lot of at- 
mosphere to the game. For 
example in a barren war 1- 



Oldfield's “Tubular Bells" 

ETS, ' ' " 

shortly w 

version featuring a 3 voic 
sound synthesiser. 



PLANET RATINGS 



pressing the C64 
key. This can save 






speed up the game. 



typing a: 






Your commands 

from them are displayed ... 
the bottom half of the 
screen and above that a pic- 



marshland 

SR . ..... 

reflect the olouds 
dusty surfaces". 
Obviously the t 



Or a boggy 
d contains "Stag- 
3 of water that lie 



Originality 

Graphics 

Use of machine 



i their STAR RATING 



phere but the graphics can 
give you a quick impres- 
sion if you haven’t time to 
read the text. When you're 
being chased by a goblin, is 






• the Magician 



and many of them are 
elude a flickering m fl^mS. 
Some even have sound ef- 



<*I> 
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K i, a magician, rescued 
crystal. 



combat routines. Through- 
out the course of the game, 
you will come across 
several characters who 
seen quite intent In stopp- 
ing you in your tracks and 
attack you quite happily. 
You are assigned SO hit 



mother creature, it might 
ie prudent to get in the 
irst blow. Before you take 



spells 11 



P spell (a 
ipell) you 



magical attack spell) _ 
need the dagger, but t 
warned, this spell won u 
work if there Is too much 
metal around- The use of 
life very Interesting indeed 
as you can only carry a 
limited number of objects 
at any given time so you 
will not be able to cast all 
the spells that you know. 
Amongst the spells that you 
have available are one that : 
reverses a fall, a teleport j 
spell, detect magic and a 
temporary strength spell. | 

The first instruction 
given In any book on how 
to play adventures is 
“make a map . Alas, some 
people do not find this the 
easiest thing in the world to 
do. To make things easier 
for you , Bed Moon tells you 
where the various paths j 
lead to. For example, in- 
stead of saying exits are 

gram might say you can go 
north to T-junction and 
west in a large aave. You I 
should have little trouble I 
Joining up all your boxes I 
when making your map. 

The game features o | 




! thoroughly s 
described. One area uu i 
surfaoe Is full of small si 
and the whole place reeks I 
of dragons. This is - 
description and 



a lovely 



plore. Well over si .. 
tions are accessible without 
having to solve any very 
difficult problems. This is 
helps’Se pfayer P get into the 
atmosphere of the game. 

With the introduction of 
magic and combat, adven- 
ture games are getting 
more and more like r 



tains Level 9’s position ai 
adventure house. G* 

PLANET BATINGS 
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On the face of It, being an 
air traffic controller is one 
of life's easier jobs. After 
all, the sky Is pretty big and 
It can't be that difficult to 
tell a few bigheaded pilots 
whose turn it is to land. 
One midair collision two 
near misses and In- 
numerable avoidable 
delays later, I was left to 
reflect on where I had gone 
wrong. And that was on the 
-asiest level! 

Kennedy Approach is 
une of the most exciting 
and challenging simulation 
■James I have played. The 
uioui argument about flight 
simulators and the like has 
always been that they are 
boring. Very realistic 
maybe, but definitely bor- 
ing. Wot so with Kennedy 
Approach. There always 

happening than your brain 
The first thing you 
ou a lot 

a pilot wucsb tu uu t,ne 
pilot converts your Instruc- 
tions Into speech. "F. one 



Heading 

Descend 



>ia. Turn right! 
ne eight zero. 

.. 'Roger” comes back 
reply. The speech Is 
feetly Intelligible with a 
static crackle. 



game lasts for the duration 
of a shift after which you 
are assessed on the quality 

«.'nT£,. k . 

— ilane spottln 
r Airport. 

toraiWJ 

flooding bat 
thoroughly enjoyable gs 



S i 



it distinguishes tl 
11 the other platfoi 



ledges, obs 
sprites before 



is that you have to stop 
— — -ook at each new screen 
for a while, Just to work out 
what you want to collect 
and which ro'*u» tn t-v. 

Quite se 
begin the game w 
lives, and you'll n< 

through the r *odm U lex W of 
rooms. But, though I found 
myself getting killed all 
over the place, I never 
become frustrated with the 
game, but instead found 
that each room made me 
more curious to continue 
into the depths of the castle 

final stages of the game. 

The graphics are all well 
designed, and though they 
aren't particularly spec- 



tacular, what Is impressive 
is the way that so many 
features have been squeez- 
ed into the rooms without 
seeming squashed or 
crowded. Despite all the ob- 
jects in eaoh room, the 



graph: 

Sap 



throughout. My only doubt 
Is that, despite being an ex- 
ceptionally good ^platform 

now so common thaf prices 
ought- to be a bit lower. 
Dan is good value for 
money, but to get full 
marks on that count it 
could still come down in 
price by just a few pennies. 

PLANET RATING8 
Originality •• 

Graphics 0000 

U se of machine •••• 
Value for money 
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Pole Position fop the Spec- 
trum came out originally In 
May 1984 under the Atari 
label. But with the 'new 
look' Atari, they lost the 
licence from Namoo for 
Pole Position. So Datasoft 
ended up with the game 
rights to Pole Position. 

So to cut a very long 
story short US Gold have 

onW "dlfferene between the 
two versions is that the 
signs on them are different. 
One says 'Datasoft' a lot 
and the other says 'Atari' a 
e tl 

itralght Pole Pi 
Spectrum version is^one^of 

oame out. The C64 version' 
for instance. wtuMMjful — 

America and the Spectrum 
version was written over 

Another 'Golden Oldie’ 
that is hitting the shelves 
again and well worth it it is 
too. Pole Position strikes 



.). MigAl. 



„,,„,„..s. The obvious or 

a head to head struggle bet- 
ween you and a friend but 
you can also take on the 
computer either singly or 
with a friend. You can 
ohoose up to three enemy 
aircraft on each of five mis- 
sions. When you consider 
that each mission has five 
different skill levels, you 

There are four dials for 
you to worry about (engine 



problem is to find your 
enemy which is achieved by 
having a quick peek at your 
opponent's half screen to 
find out what height he’s 
flying at and then using 
your radar. There 1° 
nothing more dlsconc 
than finding your fi 
view totally clear whilst oi 



ur field of 



PLANET RATINGS 
Originality 
Use of machine 
Value for money 
STAR RATING 
White Dwarf 










(m3 ff £ 

Popeye and his friends have 
hit the Spectrum in a game 
that features the biggest 
characters ever seen on a 
Spectrum. Popeye. himself 
is about half the height of 
the game display as he 
chortles his way through a 



60 Hearts ior ms loved one, 
Olive Oyl, which are strewn 
wonderful screens. 

will have to navigate 
through locked doors, up 
and down ropes while 
avoiding his arch rival 
Brutus, a giant condor, a 
witch on a broomstiok and 
a fire-breathing dragon 
Luckily he can also find 
tins of spinach which will 
rejuvenate him whenever 
he is clobbered. Conse- 
quently the tins of spinach 
act as “lives" for the ffamo 



inevitable that a glut of ten- 
nis games should appear. 
Superbrat is the latest 
budget offering from Atlan- 
tis. It is not. I am afraid, 
very good. 

To start with, you can 
only move your man up 
and down the baseline. 
Keyboard response is 
dreadfully slow and you 
have great difficulty getting 
think you do. The graphics 
are not particularly dear 



and you have considerable 
trouble in picking up the 
path of the ball. If you do 

get to the bi 

press the "P 
ball, releai 

quickly to h: , „„ 

left and slowly to hit it to 
the right. 

To be honest, the game is 
totally unplayable and you 
would have much more fun 
playing Pong, If you want a 
tennis game for your Spec- 
trum, then save up and buy 
a copy of Psion’s Match 
Point, which is excellent 
On the cassette inlay. 
Atlantis describe Superbrat 
as the most authentic ten- 
nis game available for the 
Spectrum. They cannot be 
copious. This is the pits 
OH 

PLANET RATINGS 



ISNOW 
AVAILABLE ON THE 
TATUNG EINSTEIN 
(EINSOFT APPROVED) 
“One of the best Einstein 
games yet ” 

Pop.Comp. Weekly I 
VOL 4 No 25 



I 





S^svj 



Title: 

Computer: 

Supplier: 



fmil EE1 ff 



That’s The Spirit 
Spectrum 48X 
The Edge 
£7.95 




ni 1 * 



j needed to solve the 
puzzles you encounter. The 
loon system allows you to 
join objects together, to 
make tools that you may 
need, and the keyboard 
controls offer options such 
as ‘Hold' 'Take'. 
•Examine’, ’Throw’ and so 
on. There’s even a 'Swear' 
option, which, needless to 
say, I used at the first 



had 



Despite' the brief time I ' 
to review it in, ’Spirit’ 
one of those games thi 

tion Immediately. After al 




As the leader of a band of 
freedom fighters, you are 
trying to deliver a set of 
plans. To help you on your 
mission, you are equipped 
witTi the Desert Burner — a 
high performance motor- 
Driving along the road, 
you encounter several 
hazards such as cars, lor- 
ries, holes In the road and 
mutant Pao-men. Obviously 
the steering has gone on 
your bike as all these 
obstacles have to be jumped 
over. How far and how high 

C lump is determined by 
■ fast you are going at 
•\e time (up to 320 mph). 
le combination of correct 



depending on how far y 
travel. 

There are two differs 
tracks to choose from a 
you are able to prevlc .. 
either by going into a oheat 
mode which allows you to 
collide with objects without 
losing a life. The screen 
changes through night and 
day although this does not 

game plays at all. 

skillful little game "to play, 
not least because of the 
joystick controls of up to 
aocelerate and down to 
Jump (right to accelerate, 
*■> jump would seem 
’ogical). It has a cer- 



would play for the odd half 
hour, trying to drive 1' 
few extra miles. 

PLANET RATINGS 
Originality 
Graphics 
Use of machine 
Value for money 



on the roads are small and 
quite fllckery, and only 
move across the screen one 
character square at a time 
rather than being smoothly 
animated (like the bike in 
Miorosphere's 'Wheelle'). 

Along the way, Colin can 
enter some of the houses to 
find the objects he needs. 
The cassette Inlay has a 
couple of soreen shots of 
the Interior of these houses 
and they look quite promis- 
ing — being A tic Atac style 
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H & 

Grldtrap's debut on the 
MSX is not marked by the 
Sion but by Its bargain 
price. A pity everything 
else in the M8X world could 
not be such a bargain. 

The game consists of a 
grid of squares punctuated 



with a"ut fuse. Roaming 
' "le grid you can see 



around th 
which st 



ip around trying 

.. - your player 

represented by a moving 

head. 

„et 8 to le the 
t explodes, 
me reamy is not as simple 
as this, as you move around 
the grid, avoiding the 
skulls and the boots, each 
square stepped upon disap- 
pears forming barriers to 
your progress should you 
need to retrace your path to 
defuse the next bomb and it 
is easy to strand yourself 



scrofl the^ screer/left and 

vacant squares available 
and in this way you can 

towards your little man. 

Scattered liberally about 
the screen are several flags 
which gain bonus points 
should you reach them. At 
first this is relatively easy 
3 but as T • 
ses the 
s and skulls li 
and you must focus your 
attention on defusing the 
bomb rather than going for 
the highest possible score. 

I have played this game 
on the Commodore 64 and 
although the graphics^are 

dard?lt is Just as challeng- 
ing and interesting to play 
in Its converted form . J G 

PLANET RATINGS 
Originality 

Graphics *• 

Use of machine • • • 

Value for money ■ «»«» 

STAR RATING 



wzr™ 

i must land 
fellow pilots 
e -Taeet’s are 



The Jaggi’s are naturally 
out to stop you and shoot at 
you from gun emplace- 
ments on the ground and 
on mountain tops as well as 
from their saucers. 

Your Valklrle fighter 
has no less than 18 dif- 
ferent instruments in- 
cluding a radar that will 
locate your fellow pilots. It 
is vital that you get to know 

E ir instruments well as In 
games later levels, you' 



ESI m A 



COMI 









Released by Creatii 
Sparks under their budg 
Sparklers label, Merlin 
best described as a sort 
Medieval JetPae. You pit 



depositing them In a large 
cauldron In the middle of 
the screen. When you have 
successfully acquired all 
th “ objects you progress to 




, when you get kill- 
lterlall'se bfthe middle of 
crowd of nasties and so 
lose another life. But all In 
all, Its an average budget 
game and certainly play- 
able albeit a little slow. 

aH 

PLANET RATINGS 



STAR RATING 



0 




Title: St. Crippens 

Computer: 48K Spectrum 

Supplier: Creative Sparks — Sparklers 

Range 

Price: £8.80 



deepest suspicions. Such a 
hospital Is St. Crippens. 

Coming round after a 
minor accident, you 
discover that you have been 
admitted to the worst 
hospital in the world. Your 
only thought is how quick- 
ly can you get out. Needless 
to say, it is not going to be 

aS Your first problem Is 
that you are only wearing 
pyjamas and you have no 
chance of sneaking past the 
guards on the door nnipoo 

C acquire i 
you sta.. 
through the many 
and rooms trying to nna 
various garments. Intent 
on stopping you though are 
assorted nurses, porters 
and escaped mutants from 
the genetic engineering 
laboratory. You can also 
come a cropper (literally) 
by falling over one of the 






the place or skidding in a 
pool of polish. 

There Is a message line 
on the screen which tells 
you how to go about your 
Job. eg "Get me a bedpan 
and I'll give you a pair of 
shoes . Bedpans seem very 
popular. The colours are 
very limited — white draw- 
ings on a blue background 
and the movement round 
the screen Is somewhat 
Jerky, and while it may 
keep you quiet for an hour 
or so, it is unlikely to make 
you keep coming back for 
more, gh 

PLANET RATINGS 
Originality 
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Bonjour mes enfants, c'eat 
moi again. Sorry I promis- 
ed the Editor to drop the 
Franglais for t' " ' 

Is the o"' 

and the 

as many of the etapes 
(stages) of the race as possi- 
ble to become the supreme 
champion. Categorising 
this game Is difficult 
because although up to six 
players can join the fun. 
only one oan play at a time 
Each player takes a turn at 
each etape trying to beat 
the other players and the 
record time given at the 
beginning of the raoe. 

The game has a host of 
options within it, the first 
decision being whether to 



s produced at 

the end of the game giving a 
breakdown of your perfor- 
mance in each etape. Com- 
petition mode allows you to 
enter the players names 



of tl 



le flag 



In both versions you can 
elect to go for the full Tour 
or Just select a few etapes 
for a shorter game. Each 
etape differs in length and 
difficulty but this is a suok- 
it-and-see program so you 
only find out the levels by 
playing the game. You 
must also select the bike 
which you will be riding 
and this selection is made 
on the same basis as the 
choice of etapes. apart from 
being told that each one has 
different properties you 
must play the game to find 
out what these are. For- 
tunately. you can choose a 
different bike for each 



TO 



with a smooth 

scrolling action. As the bike 
turns left and right the 
character shape alters ac- 
cordingly and even the 
shadow changes, giving 
credibility to the motion. 

Movement can be achiev- 
ed using either single or 
double handed keyboard 



used on the selection 
screens. I found the 

mo y s b t 0ar nex?b\e nS m 0 od b e e ‘of 
operation allowing higher 

making It easier to steer. In 
the tradition of sport 
simulations movement is 
achieved by waggling the 
joystick to and fro or by 
pommelling two keys to 
make the cyclist pedal 
harder. Thank goodness 
this does not require the 
kind of frantic work that 
the 1S00 metre event In 
Deoathlon needs, peering 
keys or by pressing the fire 
button whilst leaning the 
joystick in the direction re- 
quired. Each bike has two 
speed gears whloh may be 
used as circumstanoes de- 
mand to get the best possi- 
ble i S ?ound the game to be 
extremely boring at first 
but once I had developed 
mv cycling skills the hooks 

--•< s "‘'"Uting 

— ’ as I 

kerb for 

umpteenth time. The 
le is like a drug, the 
you play the more 



rs' and 'hopla’ a 






drawback with 
the game lies in its flexibili- 
ty. It loads each etapes 
from tape individually ~ 



__ be totally 

reloaded to replaywhichTs 

overall advice can be sum- 
med up in the misquoted 
phrase attributed to Nor- 
man Tebbitt: "On your 
bike” you won't regret it. 

JO 

PLANET RATINGS 



STAR RATING 
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1 itni 

1 tttti 

•rw* 




1 " ' v 


V 






style the Instructions 
made to look long and com- 
plex because of the multi- 
lingual spreadsheet that 
they always insist on pro- 
ducing. For such expensive 
better packaging than^hls. 
Why Is It that their 
paakages are always the 
ones which refuse to close 
and keep dropping their in- 
structions all over my 



t the beginn- either sic 






es you would like 
„ . ^js Angeles to New 
York, Seattle to Miami, San 
Francisco to Washington or 
the US Tour which takes in 
every city on the map. For 
each route there is a top ten 



press of t 
ton you get a 3D view of t 
road and see a variety of 
vehicles overtaking you on 
either side. Steering your 
car along the road is easy 
compared to similar pro- 
grams on the market but 
sharp zig zagging makes 
the tyres squeal under the 
pressure and results In a 
loss of speed. 

At this point the Idea is 
to go from city to city 



limit 

engine, running out^ of 
petrol, or falling foul of the 
Law. You can blow your 
engine by over revving the 
engine without changing 
gear. Petrol can be obtained 
every 100 miles simply by 
pulling in on the relevant 
side of the road. If however 



dUskfaL. 

The weather also changes 
between sunny, rainy and 



bringing 
kind of pi 



kind of problems. 

road. If however PLANET EATINGS 
you transgress and either 
of these problems strike Originality 
then all is not lost but you Graphics 

-‘ai 
r. 

ssyou STAB RATING 



0 



Wishbringer 
C64 and Atari 
Infocom (Disk) 



‘•Light", "Darknes. 

Wishbringer is a 
way that infocor 

begim 

of finl 



, fighting chance 

.inishing the game. This 
— using th" “ — 






it of 



Joys superb text adven- 

Wishbringer is the 16th 
adventure that Infocom 
have produced and follows 
such classics as the Zork 
trilogy, Suspended and 
■Hitch-hikers Guide to the 
^In ^Wishbringer. gou 
icy in the post office of^a 

your nasty boss to deliver a 
strange letter to the Olde 
Magik Shoppe but instead 
you find yourself in a weird 
magical adventure where 



To help you, you a 



brains logic cells pack in 
them wisely as they can be 

infocom aren't -usually 
this generous but since 
Wishbringer is an Intro- 
ductory Level game they 
thought they'd give you a 

The games packaging is, 
of course, superb and in- 
cludes the sealed letter that 

G 'U have to deliver to the 
agio Shoppe, a map of the 
town and the Wishbringer 
stone itself. 

game^an^well 8 UD P0 t b PLANET RATINGS 
Infocom's usual high' 
dard of text only — 



e hookeci 
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dimensional graphics put It 
In the front rank of shoot 
’em upB. The animation Is 
vow smooth, and all the 

detailed. ST 'ultimate! 
Vortex have wisely chosen 
to keep the use of colour 
quite simple to avoid at- 
tribute problems. 

I found Joystick control 
a bit oonfuslng, so I opted 
for keyboard control In- 
1, and though I got us- 
eu m that fairly quickly I 
do think that there should 
have been a facility to allow 
the player t ~ '*■ 



same, It might eventually 
get a bit boring going 
through the early stages of 






B shoulder you 

look to see your opponent. 

You have eight possible 
opponents. These are 
recorded on side B of the 
cassette and loaded In In- 
dividually as you overcome 
■■ iponent in suc- 



one, and there’s 

of Fame for recording your 

The graphics are good, 
though the large figures of 

fast as perhaps they could. 
The boxers^ donjt^eaUy 



additional boxers m 
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; a cheat version for 
■s a Tew days later! 
i is without doubt 
t difficult platform 



parts of the game although 
you shouldn’t have too 
much trouble working it 
out. When successfully ac- 
tivated, the door slides 
Open to let you through to 

very smoothly done and 
again adds considerably to 
the atmosphere of the 

K e. So, not only do you 
s to make your way 
through the temple, you 
have to plan your route as 
well. Sometimes when you 

there are two paths to 
choose from. One will lead 
you successfully onwards. 



. You just have 



The grapf 
Instead of : 



leaving you to 
the best route 
through a room, (suoh as In 
games like Manic Miner)! 
your route is nearly always 
obvious. Large stone 
passages, spiders' webs, 
assorted Egyptian pictures 
an hieroglyphics all add to 
the atmosphere. Your 
character, the explorer 
Johnny Jones, Is a large 
lovable creature who looks 
round at the obstacles 
blocking his way — a nice 
little touch. 

Getting through a room 
though is not so easy 
Never have I seen a game 
where every obstacle re- 
quires such spilt second 
timing. Usually there are a 
few items with sufficiently 
long paths of travel for you 



original variation on the 
platform game. Yes It is 
very difficult but it Is well 
worth the few hours It 
takes to get onto the next 
screen and the next. A 
i must for connoisseurs of 
[good, hard, challenging 
should cut their teeth on 
something slightly easier. 



won^t I make It leap W Even 
the very first obstacle — a 
drop of liquid of which even 
a small splash costs you 
one of your ten lives caused 
a heated argument as to 
whether it was best to jump 
over It or run under It. One 
come across before allows 
you to make a normal jump 
or an extra high jump. 

As you progress through 
the game, you find your 
way further hindered by 
large stone slabs, doors and 
statues. Finding the way to 
open these Is one of the key 



the other is a pit and 
impale yourself on a se: 
of lethal spikes with on: 
skeleton grinning at yot 
you die a horrible death 
took me many goes e 
playing the oheat vers 
before I got anywhere n 



Jjfr 
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n unusual arcade adven- 



Talos. In fact a single touch 
from a hopping bunny or 
flapping bird wul drain life 
from Talos, the amount left 
Is shown as a burning can- 
dle on the side of the 
screen. Collecting some 
Specific objects suoh as 



Scattered throughout 
the screens are deckchairs 
and signposts as well as 
deadly flowers and ponds. 

Since the pieces of Talos 
are randomly located some 
might end up In a pond In 
which^ case jmu'lj^have to 

^Although pulling 
yourself together Is your 
main aim In the game is 
does cause your problems 
ror as you get bigger you 
become an easier target for 
the killer bunnies. 
Therefore you scout for all 
any. If you think you 
might forget •>>"» in the 



..„.i your built 

°° Talmf Is an original ar- 
cade adventure which Is 
both challenging and fun to 

S . Buy it immediately 
help poor old Talos who 
is, according to the games 
packaging, still humming 
got no body”. IH 

PLANET RATINGS 
Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 






COMPETITION 





RESIIL 
1 



This month we announce the winner 
of our Silica Shop Competition in 
which we asked you to design a 
fortress. 




-~e winning entry w. 
obviously inspired by t] 
exploits of Indiana Jon 



The ai 



■"”* research in. 
others the Oar 



0 defend 
Installa- 
tions, others the Gamer of- 
fice. One was a heavily arm- 
ed supermarket designed to 
protect the very last tin of 
baked beans from the 
straving masses. The floors 



trolleys, roaming bacon 
sllcers and TV personalities 



or, 16 year old 

Matthew Smith from Gill- 
ingham In Kent Impressed 
the judges with the design, 
and layout of the temples 
ingenious traps which 
could feature on both ar- 
d adventure games. 



Congratulations tc 

— ' rather than print 
-- — itry (whioh 



thew 

his c 

would fill 



c 








l | 


I 






5 







MSJ 




7!i 
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Bill 




1 



Program listings (contrary 
to the belief of some of the 
more amateur magazines) 
have been extremely 
popular In Garner.^ We^have 
game for each of the more 
popular computers. These 



Also we need e 



It 



for returning the stuff In if | 
the program Is not accepted 
for publication. 

We are looking for high 
quality machine code and 

Basic listings for the follow- 

games we publish are often lng machines: Commodore 



dards, as anyone who (all 
played 'Kitchen Kapers' and 
will tell 



is), BBC, Electron, 
Amstrad. All pro- 
grams should be recorded 



„ ''starting 

Issue we are printing Inlay 
cards for all the games 1 " 

good on your shelf with 

rest of your software collec- times It Is 

tion. They also have a brief tape, also include 

description so if you don’t " 

play them for a few weeks, 



and how many 



ass 



lecial loading I 



you don't have to search When writing a program 
through back issues of try to avoid any embedded 
Computer Gamer t- r '"' 1 tmb 



tt you are supposed 
Remember anybody that 
gets a game published is en- 
titled to an Alpha Rating. 



graphics commands. This 
is really important with the 
BBC micro with Its Teletext 
control codes, the Spectrum 
with its colour oontrol 
codes, and the Atari with 
its graphics symbols. All of 



simply send an SAE and a 

saying when the pro- 

was published and printer. Also avoid having 



preferable, but 
lied loading lnstruo- 
need to be given — 
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•em the new adventure of chucK 
color 4, 15,3*color0,8spr intchrSC 14) 
po = 15.’d imoX<3) ,o*<3> : tr=0 
for i=0to3!reado*< i ) inext 
datasword ,s taf f ,pal ant ir ,ta il sman 
o>:<int<rnd(l)*2>> = l 

print "Hi'ou have entered " I pr int "a " ; 
d = int <rnd ! 1 ) *4 ) : if d =0t henpr int "Ui evil sm 
ifd=lthenpr int "homely" 
if d=2thenpr int "darK and uet" 

I if d=3thenpr int “dark ,myst ic " 
i d=int<rnd(l)*4+l>iifd=lth«nprint“ barn" 
l if d=2thenpr int “ room" 

30 if d=3thenpr int " cel ler ‘ 
if d =4thenpr int • attic" 
c=int(rnd<l)*6):print",uhich contains a" 
if c =0thenpr int’mysterious object. B io=int 
70 ifc = lthenpr int "book of spells." 
fc =2thenpr int "horde of gold.” 
fc=3then P r int “small animal rumaging in - 
fc=4thenpr int "dragon guarding it.” 
fc =5thenpr int "demon blocking your way." 
f cOandrnd ( 1 ) >.6thenpr int “There is also a demon 
fpoflthenpr inf'SThou art s 1 a ina” : goto 10 10 



20 



200 

210 

220 

230 



i=0to3i ifrnd(l)>. 9 thenpo=po-o>C<: 
260 next 

270 pr int ipr int "What non " i inputa* 

280 v*= " ■ in*=" * ip=l !fori=ltolen(a*> 
!fmid#(a*,i,l) = " " then p =2 ; go to 320 
if p = lthenul=u**mid*(a$, i . 1 ) 
5=2thenn*=n*+mid*<aS, i , 1 ) 









320 i 

330 print”a"v*" "n*"g“ 

340 if vS= "slay “t hen560 
350 ifv*="g O "then620 
360 ifv*="get"then650 
370 if v*= "examine “then680 
380 ifv*= "drop "then720 
390 ifvS=“gaze-into"then750 
400 ifv*- "spel 1 "then830 
410 ifvV= "recover "then 920 
420 ifv*= "read "then 970 
430 if vS= “ inventory "then 10 10 
440 print “SSI don’t under standa" « goto230 
450 if c >3andrnd < 1 ) >. Tthenc l=c 1 + 1 
460 for i=lto750:next 

470 ifcl=landrnd<l)>.9thenprint“The roof fall 
480 if c 1 =2andr nd <l)>.9thenprint"You fell down 
230 

480 ifc l=3thenpr int “The an im 
I ifcl=4andrndCl)>.ethenpr 
510 ifc 1 >5thenc 1=5 
520 ifc l<5orrnd(l )<7then230 
530 if rnd ( 1 ) > . 7thenpr int “He Kill 
540 goto230 

550 print"The dragon attacks you 


















keeps it's distance." 
:”The dragon advances.' 



. "spo=po-int(rnd(l)*4> 



■loor. ” ! po=po -3 rgoto 
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Steve Lucas 

Many years ago, I set out 
on a difficult and 
dangerous mission to find 
the Jewel of the East. On 
my travels, I oame across 
— -)i magician who per- 



AMSTRAR 



e Sultan k . 
dungeons, hut last v 
decided to transfer 



quest by t^ lv mg me lnstruo- 
two word sentences such as 
‘climb rope'. 






Here is a list oi 



irstand: 

it, up, down 






Inventory, embark, b 

boat, eat, drink, score, pray. 
Inventory, drop, leave, pul, 
get.take.grab.wear, give, sit, 
wait, read, say, speakjump, 
**“ sn.knock, throw, 



pull. 



i, unlock, help, quit. 



Just in oase you get 
gest that you don’ 
these unless you are 
stuck! 



I sug- 
really 



Don't try to get the pot- 



3. Wear the rubber gloves 



5. rr°you get 1 trapped by 
the dog. drop some 
chooolates for him. 

6. Give the old sailor his 



The Wizard will help 
goulf you give him the 
9, To get into the cavern 
where the runes are, 
say the magic word . . 
this is to be found If 

S u read the book. 

Uow the instructions 
given by the wizard 
very carefully to get on 

l Kgasew 

on the palace door, 
make sure that you 
have the silver, 
id. Don’t be tempted to 
lump from high places. 
13. Tie the rope to some- 
thing rigid before clim- 
bing. 

14. Take the key to the 



10 RED II The Sultan’s Curse II 
20 REH II jn adventure for the A 
•strad CPC464 It 

JO REN It <C> Steve Lucas Februa 

ry 1985 II 

40 CALL 1,BC02 

50 NODE ! :nZ=2:B0RDER 22 

60 xt="Hind your language olease 

! , ;y$= , 0.K." 

?0 LOCATE 12, 2: PRINT* Thi Sultan’ 
s Curse" 

80 LOCATE 12,3:PRINT" ========== 

90 PEN 2i LOCATE B.5:PR!NT"An adv 
enture by S.K. Lucas' 

100 FOR y=!0 TO !02:N0VE J0,yiDR 

ANR 300, 0, 1 : NEXT 

110 FOR y=102 TO 140: MOVE 180, y: 

DRANR 200-yt0.4,0,3:NQVE !B0,y:D 

RANR ylO. 4-200, 0,3 

120 NEXT 

130 FOR y=130 TO 170: N0VE 240. y 

1 DRANR 10, 0,2: NEXT 

140 FOR v=12 TO 30:HOVE 290,y:DR 

ANR 30, 0.3: HOVE 290, y+50: DRANR 3 

0,0,3 

150 HOVE 120, y: DRANR 30,0,J:HQVE 
60,y:DRANR 30,0,3:NEXT 
160 01N sX(60,4),q!!60),gt(30),b 
X(30),n2(30),n$I30),vl(10) ’ 

170 FOR x=l TO 60: READ qNxhFO 
R y=l TO 4:REA0 slU,yl:NEXT yis 
=INT (RND (1)11 000«-570) 

100 SOUND 1 , 5 , 20,7: NEXT x 

190 DATA on a narroi plateau. Th 

e ground is soft underfoot. I ca 

n just sake out a villagein the 

distance, 0,0, 2,0 

200 DATA on a narro. plateau. A 

large rock standson the ground h 



210 DATA on the edge of a platea 
u. I can see a pile of sand un 
derneath ie., 0,0, 0,2 
220 DATA in a sanddune. To the n 
orth there is a tall cliff. The 
way to the south is guarded 
by an evil Troll. ,0,0, 6,5 
230 DATA lost in the sanddunes., 
5, 5, 5, 5, on a narroii footpath lea 
ding through thedunes. ,0,7,0,4 
240 DATA outside the Nizard’s co 
ttage, A sign on the door reads 
’Spells for sale’, 6, 9, 0,0 
250 DATA inside a the Nizard’s c 
ottage. It’s verysaall in here. 
The Nizard is sat in the chair s 
Mking his pipe. ,0,0, 0,0 
260 DATA at the edge of the Fore 
st of the Elves. A stall tunnel 
leads vest. ,7,11, 0,10 
270 DATA in a dark tunnel. The a 
ay nest is blocked by fall 
en rubble., 0,0, 9,0 
280 DATA in a glooey forest. ,9,1 
2, 13, 12, in a glooey forest. ,12,1 
2 , 11,12 

290 DATA in a glooey forest. The 
re is a large rock to the eas 
, t with strange runes on it, 0,0, 
0,11 

300 DATA inside a Urge cavern. 

A large carpet covers the floo 
r., 13, 0,0,0 



SO 
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310 DATA flying on a lagic carps 
t over a strange land., 0,0, 0,0 
320 DATA on the steps of the Sul 
tan’s palace., 23, 19, 0,17 
330 DATS in a narrow cobbled str 
eet lined with stalls. A begga 
r sits with his bowl between 
his legs. ,0,0,16,0 
340 DATA outside the Sultan’s Ha 
rei. The door is heavily guarded 
.,0,0,19,0 

350 DATA in a busy larket square 
.,16,21,20, IS 

360 DATA at the end of the larke 
t square. There are fewer stall 

ad leans in a doorway snoking a 
cigarette. ,0,0, 0,19 
370 DATA in a wide street leadin 
g to the town gates. A shopke 
eper is busy brushing thepavecen 
t., 19,22,0,0 

380 DATA at the town gates. They 
are locked at the so»ent.,21, 
0 , 0,0 

390 DATA in the entrance hall to 
the Sultan's Palace. A large 

white door is guarded bvtwo eun 
uchs., 0,16, 0,0 

400 DATA inside the Sultan’s pal 
ace. A large larble statue 5 

tends in the eiddle of the roo 
e. A stall door leads North., 25, 
0,23,0 

410 DATA in a seal! library. The 
sultan is sitting in a ch 
air reading a book., 0,24, 0,0 
420 DATA on a wide and dusty roa 
d. To the west lies the town. 
The gates are locked!, 0,0, 27,0 
430 DATA at a crossroads of a wi 
de e/w road and anarrow n/s road 
ft signpost points norhtbut the 
writing has faded., 30, 29, 20, 26 
440 DATA on a wide e/w road. The 
road to the eastenters a large 
tunnel which has two steel d 
oors across its entrance., 0,0,0, 
27 

450 DATA outside the caverns of 
Kraaspala., 27, 0,0,0 
460 DATA outside a stall teiple. 
A large lever protrudes froe 
a slot in the wall. ,0,27,0,31 




470 DATA inside the teeple. The 
door has closed behind me., 0,0, 

0,0 

480 DATA in the anterooi of Kraa 
spala., 0,35, 33,0 
490 DATA 'in the caverns of Kraa 
spala. Passages lead east, wes 
t and south. A steel door has cl 
osed to the north. ',0,36,34,32 
500 DATA in a glooiy corridor. A 
gl inter of lightcan be seen to 
the north. ,38,37,0,33 
510 DATA at the top of the snake 
-pit. I can see adoor leading ea 
st froe the pit., 32, 0,36,0 
520 DATA in the carven-rooe of l 
i vi nsfca, 33, 0, 37, 35 
530 DATA in a large cavern lined 
with solid wercury. It’s v 
ery cold (and dangerous) in here 
1,34,0,0,36 

540 DATA in a cavern with a larg 
e glass statue inthe centre. A b 
eaa of light free above lakes t 
he statue glow., 0,34, 39,0 
550 DATA in a wide corridor whic 
h is lined with stainless steel 
.,0,40,0,38 

■ 560 DATA at the entrance to a se 
all building in the liddle of a 
vast cavern., 39, 0,0,0 
570 DATA in a siall hallway. A h 
atstand stands atone side of a s 
•all staircase. ,0,42, 0,0 
580 DATA in a siall living rooi. 
An old lady sitsin a rocking ch 
air. ,41,0,0,0 

590 DATA at the top of a flight 
of stairs. A large chest of 
draws stands outside a daor.,0 
,44,0,0 

600 DATA in a stall bedrooe. A w 
indow looks out into the cavern 
of darkness. ,43, 0,0,0 
610 DATA in the snake pit. There 
is a doorway to the east but an 
enonous python blocks ay way. 
, 0 , 0 , 0,0 

620 DATA in a diily lit cavern. 

A slight breeze coies froi the 
south. ,0,47, 45, 48 
630 DATA in a large cavern. Ther 
e is a wide opening in the 
wall. A gentle breeze blows i 
n. Through the opening 1 can see 
a village in darkness., 46, 0,0,0 
640 DATA in a dark corridor. 1 c 
an hear a strangenoise in the di 
stance. ,50, 49, 46,0 
650 DATA at a dead end. A aetal 
grille is set into the floor 
here. , 0 , 0 , 0,0 




660 DATA on the shores of a subt 
erranean lake. It's too dark t 
o see across the water. ,0,48, 0,0 
670 DATA on sole steps leading d 
own into dark waters. ,56, 52,0 
,54 

680 DATA on a footoath at the si 
de of a dark lake., 51, 53, 0,0 
690 DATA on an underground quays 
ide. Seal! boats are loored here 

700 DATA in a siall fiEhing vill 
age. A can standslooking at ne., 

710 DATA outside the village she 

ign hangs in the window 'Back i 
r. 5 cinutes’, 54, 0,0,0 
720 DAfA on a siall footpath lea 
ding out of the cavern into bri 
ght daylight. A large boat is 

730 DATA sailing away to safety 
on a large boat, 0 , 0 , 0,0 ( 

740 DATA on a footpath along the 
side of a steep cliff. The path 

th., 0,56, 0,59 

750 DATA on a narrow path at the 
bottoi of a steep cliff. La 
rge waves froi the sea spray i 
e with salty water., 0,60, 58,0 
760 DATA outside a siall cottage 
set into the cliff. A large 
dog snarls at ee. ,59,0,0,0 
770 FOR x=l TO 30: READ g$(«),bXI 
x),n*(x):nZ(x)=xsMEXT » 

780 -bZ= 2:CLS 
790 WHILE pX< >57 

800 PEN 1:PR1NT:PR!NT’1 ai :-':P 
EN 2sPRINT qStoZJ 
810 IF bX= 49 AND sk=0 THEN PRINT 
■A vicious dog bars «y way north 

820 PEN !:PRINT:PRINT"1 can go : 
-*:PEN 2 

830 at=”:IF sX(pX,l)>0 THEN aS= 
"North" 

840 IF sy.(pJ,2)>0 AND LEN(a*>>0 
THEN a«=a»*", South" ELSE IF s!(p 
1, 2) >0 THEN a*="South‘ 
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850 IF slip*, 3I>0 AND LEN tat) >0 
THEN at=at+" . East* ELSE IF slip! 
, 3) >0 THEN it's’East* 

860 IF s%<pX,4)>0 AND LEN(at) )0 
THEN aS=at*',Nest’ ELSE IF silpl 
i 41)0 THEN a»='Nest" 

870 IF pZ=7 OR p2=40 OR p2=30 DR 
pZ=2? THEN aS=aJ*',In’ 

B80 IF p2=8 OR pX=31 THEN at='Ou 
f ELSE IF pX=41 THEN a»=aSt-",Ou 

r 

890 IF pX=41 THEN a$=a$*\Up" EL 
SE IF pl=45 THEN a»='Up' 

900 IF pl=45 AND si=l THEN a$=a* 
♦■,Ne5t” ELSE IF pZ=35 OR p2=43 
THEN a$=a$+',Donn' 

910 IF at=" THEN a*=’I knot not 

920 PRINT at: PEN IsPRINT 

930 IF se=l THEN PR I NT 'The sailo 

r is following «e!":PRINT 

940 e=O:F0R x=l TO 30 

950 pp2=0:IF bZ(x)=pZ THEN ppl=l 

960 IF ppZ=l THEN 980 

970.NEIT:60T0 1000 

980 IF e=0 THEN PRINT’Things I c 

an sbe :-":PEN 2 

990 PRINT g*(x):e-l:GOTD 970 

1000 PEN l:PRINT:PRINT'Nhat shoo 

Id I do non ■ ; : PEN 2: INPUT at 

1010 zl=L0NER$(2t):bl=LEFTt(zt,2 

>:ct=LEFTt(zt,3):dl=LEFTt(zt,4) 

1020 CLStIF (b$=V OR d*='go n* 

) AND sZ IpZ, 1) >0 THEN pZ=sZ(pZ,l 
hPRINT'O.K. ' ELSE IF b4=V THE 
N PRINT'Sorry" 

1030 IF tb*=*s" OR dt=’go s"l AN 
D sZ(pX,2>)0 THEN pX=sZ(pZ,2) :PR 
IMT-D.K. • ELSE IF b»='s' THEN PR 
INT'Sorry!" 

1040 IF tbt =, e* OR d4="go e'l AN 
D sZtpZ, 3) >0 THEN pZ=sZtpZ,3) :PR 
INT'O.K.' ELSE IF bf=V THEN PR 
INT'Sorry!" 

1050 IF (bt=V OR dS='go t'l AN 
D si IpZ,.4J >0 THEN pZ=sZ(pZ,4! :PR 
INT'O.K." ELSE IF b»=V THEN P 
RINT'Sorry!' 

1060 IF b$='pi" DP bt='fu” THEN 
PRINT XI 

1070 IF cl="oui" OR :l='go o' TH 
EN EOSUB 1840 

1080 IF d="inv" THEN EOSUB 1750 
ELSE IF cf="boa" OR dl="go b' 0 
R c$="etb* THEN EOSUB 2350 
1090 IF cl*'eaf OR ct='dri' TH 
EN PRl.NT'Not just yet ! " 

1100 IF cl=*scc" THEN PRINT'This 
is no gate you knot!' 

! 1 10 IF cl='ora' THEN GOSUB !7?0 
1120 IF ci="in" OR dl='go 1* THE 



N EOSUB 1890 

1130 IF ct="dro" OR c*="lBa" OR 
c*='put' THEN SOSUB 1980 



1140 IF cl='gef OR c$="tak' OR 
ct='gra" THEN GOSUB 1370 
1150 IF cl='tea" THEN GOSUB 2110 
ELSE IF d=’giv' THEN EOSUB 217 



1160 IF d="sit* THEN GOSUB 2460 
ELSE IF d="tai" THEN GOSUB 253 

0 

1170 IF d="rea' THEN GOSUB 2570 
ELSE IF d='say’ OR d='soe' TH 
EN GOSUB 2610 

1180 IF c'l=" jut" THEN GOSUB 2670 
ELSE IF d=*dot' OR dt='go d" T 
HEN GOSUB 2690 ELSE IF d='cli' 
THEN GOSUB 2710 

1190 IF ct='tie" OR d='fas' THE 
N GOSUB 2730 

1200 IF ct='kno" THEN GOSUB 2790 
ELSE IF d="thr" THEN GOSUB 289 



1210 IF ct='up' OR d*=“go u' THE 
N GDSUB 2940 ELSE IF d='sti' TH 
EN GOSUB 3010 

1220 IF d='unl" THEN GOSUB 2970 
ELSE IF d-'hel' THEN PRINT'I’s 
sorry I havsn’t a due!' 

1230 IF d='qui' THEN et='You qu 
it, what a coward!*: SOSUB 1960 
1240 IF d="pul' THEN GOSUB 2140 
1250 NEND 

1260 CLSzLOCflTE !0,2:PEN 3:PRINT 
'It B 1 1 Don B':PEN 1:PRINT:P 
RINT'You have boarded ship an^ s 
ailed away to freedot!':END 
1270 DATA a stout ropE,l,rops,a 
flotering shrub, 2, shrub, a stall 
lizard, 5, lizard 

1280 DATA a fet toadstools, 11, to 
ad5tools,a book of spoils, 7, book 
1290 DATA a tagic carpet , 1 4 , carp 
Et,a golden laap.B, laep 
1300 DATA a net broot, 19,broot,a 
can of oil, 19, oil, a golden ksy, 
10, key 

1310 DATA an old sailor, 55, sailo 
r,a pipe full of tobacco, 53,pipe 
,a large sail, 60, sail, a cobteb,4 
6,cobteb 

1320 DATA a dangerous python, 45, 
python, a little bird in a cage, 4 
2, bird, a pair of rubber gloves, 2 
8, gloves, a large lever, 30, lever 
1330 DATA a silver coin, 9, coin, a 
large knocker, 23, knocker, a box 
of chocolates, 25, chocolates 



1340 DATA a stall tree, 6, tree, a 
silver chalice, 31, chalice, a stal 
1 holder, 17, stallholder 
1350 DATA a dead rat, 49, rat, a cu 
p of tea, 44, tea, a piece of broke 
n pottery, 33, pottery 
1360 DATA a sharp knife, 20, knife 
,a basket, 18, basket, a pair of sh 

1370 GOSUB 16B0:REH check itea 
1380 IF 1201 THEN RETURN 
1390 eZ=0:FOR x=l TO 30 
1400 IF bZ(x)=pZ AND nZ(r)=x THE 
N eZ=l 

1410 NEXT: IF eZ=0 THEN PRINT'! d 

on’t see it here! *:RETURM 

1420 IF r=l THEN a apt 

1430 IF r=2 THEN ab=l 

1440 IF r=3 THEN ac=l 

1450 IF r=4 THEN add 

1460 IF r=5 THEN ae=l 

1470 IF r=6 THEN PRINT'It’s too 

heavy to lift!': RETURN 

1480 IF r=7 THEN afd 

1490 IF r=8 OR r=9 THEN PRINT'Th 

e stall holder detands his toney 

! ' : RETURN 

1500 IF r=10 THEN ag=l 
1510 IF r=ll OR r=14 OR r=15 OR 
r=18 OR r=20 OR r=22 OR r-24 THE 
N PRINT'Don’t be ridiculous! *: RE 
TURN 

1520 IF r=12 THEN ahd 
1530 IF r=13 THEN aid 
1540 IF r=16 AND scOl THEN PRIN 
T’The old lady ton’t let te take 
her pet!": RETURN 
1550 IF r=I6 THEN aj=l 
1560 IF rd7 THEN akd 
1570 IF r=19 THEN aid 
1580 IF r=21 TH0I and 
1590 IF r=23 THEN aod 
1600 IF r=25 THEN PRINT'Not like 
ly!':RETURN 

1610 IF r=26 THEN apd ELSE IF r 
=29 THEN as=! ELSE IF r=30 THEN 
at=l 

1620 IF r=27 THEN eS=*I cut tv it 



death Aaaaaggggghhhhhhh 1 • : 

GOSUB 1960 

1630 IF r=2B THEN ar=l 
1640 e2=0:F0R x=l TO 4: IF v!(x)= 
THEN v I lx ) =ol InZlr! 1 : =2=1 : x =6 
1650 NEXT: IF eZ=0 THEN RR!N T, Sor 
ry. Hy hands are f ul 1 !' s RETURN 
1660 bZInX'r) )=0 
1670 RETURN 



> 
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1970 a«=IMKEY* : a*=L0WER* ( a* ) : IF 

al=V THEM RUN ELSE !F a»=V T 

HEN END ELSE 1970 

1980 SDSUB 1680: IF 120! THEN PR 

INTT» not carrying a *:H:RET 

URN 



ou c-an borrau «v little bird 
if you proaise ta return it. It 
■ill coie in useful!'" 

2250 FDR x= 1 TO 4 

2240 IF v*h)=g»(26! THEN v*txl = 



2270 NEXT 

2280 sc=l: RETURN 

2290 IF pX< >55 THEN PRINT’There 

isn’t such paint in doing that! 1 

: RETURN 

2300 IF ah=0 THEN PRINT"! dan’t 
have the pipe!": RETURN 
2310 ah=0:PRINT"The sailar thank 
s ee and says to ae 'I’ll ca 
ae with yau and shun yau haa ta 
escape fraa here.":se=l 
2320 FOR x-1 TO 4: IF v*lx)=g*(12 
) THEN v*(x»=** 

2330 NEXT 
2340 RETURN 

2350 IF p2056 THEN PRINT'I can’ 

t da that here ! " : RETURN 

2360 IF se<l THEN PRINT’S deck h 

ae aff !*:RETURN 
2370 p2=57:PRINT yl: RETURN 
2380 IF pXOB THEN PRINT"! see n 
a paint in giving that a»ay here 
! " : RETURN 

2390 IF aeOl THEN PRINT’I aa na 
t carrying it!":RETURN 
2400 PRINT’The »izard takes it f 
raa ae and sailes, saying ’Thank 

t whilst I lank up suite useful 
spells for you." 

2410 FOR *=! TO 2000:NEXT 
2420 PRINT"’Here it is’, he says 
,’aake sure yau are carrying soa 
e toadstaals and a snail liza 

2430 FOR x-1 TO 4: IF v»(x!=g$(5) 
THEN v»(x)=’’ 

2440 NEXT 

2450 PRINT'Sit on the carpet and 
say ’TIVINICA”:sf=!:RETURN 
2460 IF p2014 THEN PRINT’I can’ 
t see auch paint in doing that 
here! ":RETURN 

2470 IF sf=0 THEN PRINT’I haven’ 
t gat the spell fraa the wizard 
yet !’: RETURN 

2400 PRINT’D. K. I sit on the car 
cet.":PEN 2:PR!NT"Hhat should I 
say no* INPUT li 
2490 z*=LQWER*tz*!:IF LEFTJ!z«,5 
lO’tivin’ THEN s*="The dust ris 
es fraa the carpet AND chok 
es ae TO death. A voice save ’Ye 
u :c* it ■rcng":EOSUB I960 
2E00 IF ad=0 DP a:=0 THEN PRINT* 

oke of !’:RETURN ' 



25 

at 

25 



26C 
261 
261 
INF 
262 
g h 
264 



sZI 

266 

267 

268< 
":RI 
269! 
*:RE 
1:PF 
270C 
!’:fi 
2710 
k ay 
2720 
. It 
h lb 
soft 
2730 
": RE- 
2740 

N 

2750 
o the 
edge 
2760 
THEN 
2770 
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shuffled and they are only 
shuffled again If somebody 
gets a pontoon. Used cards 
ax's placed back under the 
pack. This allows good pon- 
toon^ players to remember 

Each round, you are 
dealt a card and you bet on 
It. Then you can stick, twist 
or buy. You cannot Btick on 
less than 16. Aces can be 
called 11 or 1. If you go 
over 21 , you bust and the 
banker wins. You cannot 



ue pon- 
~ — is (an ace and a picture 
card). But he does not allow 
the splitting of a pair of 
aces In a hand. (That would 
be very difficult to pro- 

S ). Arnold does not 
I He knows if you 
have a 5 card hand and will 
try for 8 himself, otherwise 
— .i — ‘-g technique has 



his playing ti 
nothing to do 
If you and ... 
hands of equal vi 
Arnold wins. 

The program IE 

distinct routines 



generates 52 numbers at 

random , '"™ 

X work for any number 
and could be useful in < ' 
programs — eg filling 
football coupons. 

The program Is made by 
comprel- ■— 

SS% „ 

moves by the player. Flags 
are set and reset to check 
for such things as: Is it a 
pontoon? Has the player 
twisted? Is there a ten In 
his/her hand? (If therf ' 
no nut «, pontoon). Can — 
ir computer stick? 



If readers enjoy the pro 

K xgrammers, they mi'*" 
e to add subroutines 
improve the graphlos 
the cards which have b 
kept simple to save 
much typing m. 



friendly g 
and banker. You have 100 
pounds to gamble. Arnold 
is not very rich so you only 
have to Increase this to 500 

S ounds to break the bank. 

ut It will not be easy 
beoause Arnold plays a 
cunning game of ” 
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10 GOTO SO 

20 REN unit for player input 
30 PRINT 16, 'PRESS ANY KEY'tCHR* 
(7) ; :UH1LE INKEY$=":HEND:CLS 16 
! RETURN 
40 REN set up 
SO 60SUB 1110 

60 NENORY 40000:1NK 0,18: INK 1,2 
4s INK 2,6: INK 3,1:HQ0E 1: BORDER 
13 

TO bacU=" •♦STRIN6*<3,187>+* 
nuae4='A23456789TJQK':DIH cardll 
0) ,posi (10,2> ,nuaber ( 10) 

80 DATA 2,12,2,2,8,12,8,2,14,12, 
20,12,26,12,14,2,20,2,26,2 
90 RESTORE 80.-F0R i=l TO 10:READ 
posi (i , 11 ,posi (i,2):NEXT:anney= 
100 

100 NINDON 12,32,38,4,4: PAPER 12 
, 1 : PEN 42,6:N1ND0N 13,2,22,24,24 
: PAPER 43, 1:PEN I3,6:NIND0N 14,3 
2,38,8,8: PAPER #4,1: PEN I4,6:H1N 
DON 15,32,38, 12, 12:PAPER I5,1:PE 
N I5,6:N1ND0N I6,24,38,24,24:PAP 
ER 46,1: PEN 16,6 
110 REN shuffle 

120 CIS: PEN 3:PR1NT 'SHUFFLING D 
ECK'aDIH pack (Sl> :n=l: RANDONI ZE 
TINE 

130 nua=INT(RND*52) 

140 IF pack (nua)OO THEN nua=nua 
♦l*52t(nua=51):G0T0 140 
150 pack(nua)=n:n=n*l:lF n<53 TH 
EN 130 



tl,l:CLS il 

250 IF n=2 OR n=4 THEN PEN #1,3: 
PRINT ll,SPACEI(5);backl;backljb 
acki;backt;backt;backt;backt; 

260 IF n=l THEN GOSUB 790.-GOSUB 
B30 

270 IF n=3 THEN GOSUB 790:GOSUB 
690 

280 IF n=3 THEN IF ten=0 THEN IF 
nuaber(ll*nuaber(3)=21 THEN pon 
toon=-l 

290 IF n=3 THEN IF nuaber ( 1 1 +nua 
her (31=21 THEN t«l=-l 
300 NEXT:n=4:IF t»l OR pontoon T 
HEN 370 ELSE flag=-l 
310 GOSUB 870: IF NOT flag THEN 3 
70 ELSE n=n*l:G0SU8 670:NIND0N I 
1 , posi (n ,1 1 , posi (n , 11*4 , posi In ,2 
1, posi (n,2)+8: PAPER ll.ltCLS II: 
60SUB 790: GOSUB 690: IF bust THEN 
340 ELSE IF n=7 THEN fivec=-l:f 
lag=0 

320 60TO 310 

330 REN player bust 

340 CLS #3:PRINT 13, 'BUSTED! ':S0 

SUB 30 

350 FOR i=l TO n:POKE 40052-i ,ca 
rd ( i > : NEXT: 60T0 180 



OSUB 480 

440 IF bust THEN 1050 ELSE IF n= 
10 THEN cf ivec=-l : BOTO 570 
450 IF NOT fivec THEN IF ctotal) 
15+INT (RND*3) THEN 570 
460 GOTO 430 

470 REH check if coaputer bust 

480 ctotal =0:ace=0 

490 FOR i=2 TO 10: IF i=3 OR i=5 

OR i=6 OR i=7 THEN 520 

500 IF nuaber(il=ll THEN ace=ace 

♦1 

510 ctotal=ctotaltnuaber(il 

520 NEXT:check=ace 

530 IF ctotal<22 THEN RETURN 

540 IF cbeck=0 THEN bust=-l:RETU 

RN 

550 ctotal=ctotal-10:check=check 

-1 : GOTO 530 

560 REH uho's non? 

570 CLS I3:PRINT 13, 'DEALER STI 
CKS': GOSUB 30:win-0 
580 IF cpont THEN shuffle=-l:cpo 
nt=(hGOTO 630 

590 IF pontoon THEN shuf f le=-l:p 
ontoon=0:double=-l:CLS #3;PRINT 
#3, 'PONTOON PAYS DOUBLE';: GOSUB 
30: GOTO 630 

600 IF cfivec THEN cfivec=0:G0T0 
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230. FOR n=l TO 4:G0SUB 670 
240 UINDCW II, posi In, 11, posi (n, 1 
1*4, posi In, 2) ,posi (n , 2) *8: PAPER 



*8: PAPER 41,1: CLS II: GOSUB 790:6 



160 n=40000:F0R i=0 TO 51: POKE n 
H,pack(i):NEXT:ERASE pack:CLS:P 
R1NT 'PACK SHUFFLED': GOSUB 30 
170 REN neu deal 

180 IF aoney=0 THEN lost=-l:BOTO 
1000 

190 IF aoney>=500 THEN aon=-l:60 
TO 1000 

200 CLS:LOCATE 32,2:PRINT 'HONEY 
*:CLS I2.-PR1NT 12, aoney; .-LOCATE 
32,6:PRINT 'STAKE':CLS I4:PRINT 
#4,0; :LOCATE 32,10:PRINT 'HAXIHU 
H':CLS 15: PRINT I5,'ANY';:CLS 16 
210 FOR i=l TO 10: card 4 i I =0 : nuab 
er li I =0: NEXT: ace=0:pontoon=0: tal 
= 0 :fivec= 0 :stick=-l:bust= 0 :ten =0 
220 REH play S "V. 



360 REH coaputer play 
370 bust=0:ten=0:ace=0:F0R n=2 T 
0 4 STEP 2:N1ND0N ll.posi (n, 1 1 ,p 
osi(n,ll*4,posi(n,2l,posi (n,2l*8 
: PAPER 11,1: CLS ll:GOSUB 790 
380 IF n=4 THEN IF ten=0 THEN IF 
nuaber (2)+nuaber (41=21 THEN cpo 
nt=-l 
390 NEXT 

400 TF cpont THEN 570 

410 IF NOT fivec THEN IF nuaber ( 

2) -tnuaber (41 M5+INT (RND*3I THEN 

IF ouaber(2)*nueber(4)<22 THEN G 

OSUB 480:G0T0 570 

420 n=7 

430 CLS I3:PRINT 13, "DEALER TAKE 
S ONE HQRE'pGOSUB 30:CLS I3:n=n 
* 1 : GOSUB 670: W I NDOM ll,posi(n,l) 

, posi (n, 1 )t4, posi (n, 2), posi (n,2l 



630 

610 IF fivec THEN fivec=0:double 
=-l:CLS I3:PRINT #3, 'FIVE CARD P 
AYS DOUBLE';: GOSUB 30:60T0 630 
620 IF ctotaKptotal THEN «in=-l 
630 IF double=-l THEN double=0:a 
oney=aoneytstake*3:G0T0 1080 
640 IF »in=-l THEN ain=0:CLS 13: 
PRINT 13, 'YOU NIN';:60SUB 30:aon 
ey=aoney*stake*2:G0T0 1080 
650 CLS I3:PRINT 13, 'YOU LOSE';: 
GOSUB 30:60TO 10B0 
660 REH take a card and aove res 
t of pack up 

670 card (n 1 =PEEK (40000) : FOR i=40 
000 TO 40050: POKE i,PEEKIi«l):NE 
XT: RETURN 

680 REH check if player bust or 
can stick 




690 ptotal=0:ace=0:stick=-l 

700 FOR i=l TO 10 

710 IF nuiber 111=11 THEM ace=ace 

♦1 

720 ptotal=ptotal+nuiber(i) 

730 NEXT:check=ace 

740 IF ptotaKlb THEN RETURN 

750 IF ptotal<22 THEN stick=0:RE 

TURN 

760 IF check=0 THEN bust=-l:RETU 
RN 

770 ptotal=ptotal-10:check=check 



-U60TO 740 
780 REN print card 
790 suitdNT l (card(n) -1 1 / 131 sPEN 
*1 , (3+ (suit=t OR suit=2)l:nui=c 
ard(nl-13*suit:PRlNT #l,HID*(nua 
e4,nui,l):PRlNT 4l,CHR4(226+suit 
) : LOCATE 41,5,8:PR1NT 41.CHR4I22 
6tsuit);:L0CATE ll,5,9:PRINT 41, 
NID4(nuie4,nui,U; 

800 IF n<5 THEN IF nui=10 THEN t 



en=-l 

810 nuiber (n)=nui+(nui-lO)*(nui> 

"10)-10*(nui=l) :RETURN 

820 REN starting stake 

830 as 13: PRINT 13, 'INPUT STftK 

E*+CHR4(7); 

840 INPUT 43,q4:k=0:F0R i=l TO L 
EN(q4):IF NID4tq4,i,l)>'9' OR HI 
D4(q4,i,lK'0' THEN k=-l 
850 NEXT: IF k=-l THEN 830 ELSE q 
=VAL(q4):IF q>ioney THEN 830 ELS 
E IF q=0 THEN 830 ELSE start=q:s 
take=q:CLS I4:PRINT *4,start;:ao 
ney=«oney-start:aS I2:PRINT 12, 
•oney;:aS 43:aS I5-.PRINT 15, st 
art: RETURN 

860 REN player tiist buy or stic 
k? 

870 ir n=7 THEN (lag=0: RETURN 
880 as «3:PRINT 43, 'BUV.TNIST 
or 5TICK?'+CHR4(7); 

890 q4=lNKEY4:lF UPPER4(q4)='T' 
THEN 950 ELSE IF UPPER4(q4)='S' 
THEN 970 ELSE IF UPPER4(q4K>'B" 
THEN 890 

900 REN player buy 
910 CLS 43:PRINT 43, 'HON NUCH?" 
♦CHR* (71;: INPUT 43, qt : k=0: FOR i= 
1 TO LEN(qt) : IF HlD4(q4,i,l)>'9' 
OR NID4lq4,i,lK'0' THEN k=-l 



1 

C) o 

oo 
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920 NEXT: IF k=-l THEN 910 ELSE q 
=VAL<q*l : IF qkioney THEN 870 ELS 
E IF q>start THEN 910 ELSE IF q= 
0 THEN 880 ELSE ianey=ianey-q:st 
ake=stake*q:CLS 44:PRINT 44,stak 
e;:CLS 42:PRINT 42,ioney;:aS 43 
:IF q< start THEN start=q 
930 Flag=-l:as 45:PRINT 45, star 
t: RETURN 

940 REN player tuists 

950 start=0:CLS 45:PRINT 45, star 

t:flag=-l:RETURN 

960 REN player sticks 

970 IF stick THEN 870 

980 flag=0:RETURN 

990 REN end of gaie 

1000 CLS: IF non THEN PRINT 'C0N6 

RATULAT I DNS ' : PRINT : PR INT 'YOU HA 

VE BROKEN THE BANK I ' 

1010 IF lost THEN PRINT 'CONHISE 
RATIONS':PRINT:PRINT 'YOU’VE BEE 
N TAKEN TO THE CLEANERS!' 

1020 PRINT:PRINT ' ANOTHER 80? 

(Y OR N)'+CHR4(7) 

1030 q4=UPPER4(lNKEY4l:IF q*='N' 

THEN END ELSE IF qi='Y' THEN RU 
N ELSE 1030 



HR4(215)+CHR4(143) 

1140 PRINT 41,' '+STRIN64(3,143) 
+CHR*(212)+* '+CHR4(143)*’ '*CHR 
$(143) ♦' '+STRIN64(3,143)+' '+C 
HR4U43)*' '+CHR4(143)+' '+CHRS 
11431+' '+CHRJ(143)+' ' +CHR* 1 143 
)+■ '+STRIN6t(3,1431 
1150 PRINT 41,' '+CHR*(143)+' 
•+CHRK1431+' '♦CHR*(143)+' '+C 
HRI 1 1431 +CHR$ (2131 +CHRJ (143)+* 
•+CHRt(1431+* 'tCHR4(1431+' '+C 
HRI 11431+' '+CHR411431+' '+CHRt( 
1431+' '+CHR* l 143) +CHR* (213) +CHR 
4(143) 

1160 PRINT 41,' '+CHR* 1 143)+' 
•+CHR* (213) +CHR* (143) +CHR* (212) 
+' ■+CHRI(143)+' '+CHR4(213)+' 
■+CHRt(143)+' '+CHR* (213) +CHR* ( 
143) +CHR* (212) '+CHR4(213)+CHR 
* (143)+CHR*(212) *' '+CHR4(143)+" 
■+CHR41213) 

1170 PEN 1: PAPER 0:L0CATE 10,20: 
PRINT "INSTRUCTIONS ? (Y/N)'+CH 
Ri(7) 

1180 q4=UPPER$ ( INKEY4) : IF q4='N' 
THEN RETURN ELSE 'IF q«<)'Y' THE 
N 1180 



1040 REN coiputer busts 
1050 CLS 43: PRINT 43, 'DEALER BU 
STS! " : GQSUB 30 

1060 IF pontoon THEN 590 ELSE IF 
fivec THEN 610 
1070 »oney=»oney+stake*2 
10B0 n=0:F0R i=l TO 10: IF cardti 
)<>0 THEN POKE 40051-n,card(i):n 



1190 REN instructions 
1200 CLS:PR1NT 'This is a siaula 
tion of pontoon in uhichthe coup 
uter is the banker and dealer.'. 
1210 PRINT:PRINT 'You've 100 pot: 
nds to start and eust get500 to 
beat the coiputer. Lose all yo 
urioney and you lose the gaie." 



1220 PRINT:PRINT 'The prograi fi 



1090 NEXT: IF NOT shuffle THEN 18 
0 ELSE shuffle=0:CLS 43:PRINT 43 
, 'DEALER SHUFFLES DECK':60SUB 30 
:6DTQ 120 
1100 REN titles 

1110 NODE 1 : INK 0,1: INK 1,24:INK 
2, 6: BORDER 1:NIND0N 41,6,35,2,8 
: PAPER 41,1:PEN 41,2:CLS 41:PR1N 
T 41 

1120 PRINT 41,' '+STRINB*(3, 143) 
+CHR4(215)+' '*CHR4(214)+CHR4(14 
3)+CHR4(215)+‘ '+CHR4(215)+' *+C 
HRt(143l+' '*STR1NB413,143)+' '♦ 
CHRt (214) +CHR4 (143) +CHR4 (215)+* 
■+CHR4(214)*CHR4(143)+CHR4(215)+ 
■ '+CHR, 4(215)*' '+CHR4 ( 143) 

1130 PRINT 41,' "+CHR4 ( 143) +' ' 
♦CHR4(143)+' '+CHR4(143I+' '+CHR 
4(143)+' * +CHR4 (143) +CHR4 (215) +C 
HR4(143)+' '+CHR41143)+' "+CHR 
4(143)+' '+CHR41143I+' '+CHR4(14 
3)+' '+CHR4(143)+' '+CHR4(143)+C 



lions usual pontoon rules, indud 
ing pontoons and five card trick 
s,nhich pay double, but aces are 
not splitand you never get to t 
ake over the bank.'; 

1230 PRINT:PR1NT 'You can't stic 
k under 16 and you bust if you go 
over 21. You cannot buy for ia 
rethan your initial stake or pre 
vious buy. If equal value hands a 
re held by you andthe banker, th 

1240 PRINT:PRINT 'The prograi do 
esn't allou you to lake anillega 
1 bet or iove.' 

1250 PRINT:PR1NT 'Discard cards 
are placed under the pack,«hich 
is only .shuffled after pontoons. 

1260 PRINT:PRINT ' (PRESS ANY KEY 
TO START) '+CHR4 17) 

1270 MHILE I NKE Y4= " : MEND : RETURN 
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1808 IF IKEVt-V THEN RESTORE : BORDER 

0: PAPER 0: CIS : GO TO 10 

1810 IF lNKYt=’n’ THEN STOP 

1820 60 TO 1800 

1900 BORDER 0: PAPER 0: CLS 

1910 PRINT AT 0,0; INK 4; BRIGHT l;’mw 



1920 FOR n=l TO 20 

1930 PRINT AT n,0; INK A: BRIGHT 1;‘HI*;AT 

n,31;W 

1940 NEXT n 

1950 PRINT AT 21,0; INK 4;. BR16HT li'aHHMM 



1960 RETURN 

2000 IF pi =2 THEN 60 TO 2500 

2010 PRINT AT 7,21; INK 7; BRIGHT Ij’Choos 

e Tank’ 

2020 LET fir=l: GO SUB 6000 
2030 IF panoMB THEN 60 TO 2080 
2040 PRINT AT 7,21; INK 7; BRIGHT 1;’ So 
rry ’;A7 8,22;*Vou Can't’ 

2058 FOR t=l TO 100: NEXT t 

2060 PRINT AT 7,24;’ ’;AT 8,22; * 



2070 RETURN 

2080 LET up=0: LET do«n=0: LET right=0: LE 
T left=0: LET fy-iyi LET fx=jx 
2090 PRINT AT 7,21; INK 7; BRIGHT 1;* Nh 
ich ";AT 8,22; ■Direction’ 

2095 PRINT AT 10,22; INK 7; BRIGHT 1;M..U 
P‘;AT 11 ,22;’2. ,Do»n’;AT 12,22; *3. .Left";A 
T 13,22; *4. . Right * 

2100 IF INKEYJ=’I’ THEN LET up=I: GO TO 2 
150 



SPECTRUM 



2280 LET Iy=ty*2 

2290 IF ATTR (fy,fx)=122 THEN GO TO 2410 
2300 IF fy>=21 THEN PRINT AT 7,24; INK 7; 
BRIGHT lj'NISS - : FORt=l TO 50: NEXT t: PR 
INT AT 7,24; ■ ■; RETURN 

2310 GO TO 2288 
2320 LET <x=4x-2 



THF1K 

EHTTLE 



2330 IF ATTR (4y,fx)=122 THEN GO TO 2410 
2340 IF 4x<=0 THEN PRINT AT 7,24; INK 7; 
BRIGHT lj’NISS": FOR t=l TO 50: NEXT t: PR 
INT AT 7,24;* •: RETURN 

2350 60 TO 2320 
2360 LET fx=lx+2 

2370 IF ATTR (Ty, 1x1=122 THEN 60 TO 2410 
2380 IF f*>=21 THEN PRINT AT 7,24; INK 7; 
BRIGHT lj’NISS’: FOR t=l TO 50: NEXT t: P 
RINT AT 7,24;’ ’: RETURN 

2390 GO TO 2360 
2400 RETURN 



2110 IF 1NKEY»="2’ THEN LET do»n=l: GO TO 



2150 

2120 IF INKEY$='3’ THEN LET le»=l: GO TO 
2150 

2130 IF IHKEY*=”4’ THEN LET rigbt-lt 60 T 
0 2150 

2140 SO TO 2100 

2150 PRINT AT 7,24;’ ’;AT 8,22;- 
’;AT 10,22;’ ";AT 11,22;’ “; 

AT 12,22;’ ’;AT 13,22;’ 

2160 FOR f=l TO paaaa 
2170 GO SUB 5800 

2180 IF «in=l THEN PRINT AT 7,24; INK 7; 
BRIGHT 1; ’HISS’: FOR t=l TO 50: NEXT t: PR 
INT AT 7,24;’ ’ 

2190 IF »in=0 THEN PRINT AT 7,25; INK 7; 
BRIGHT lj’OK’: GO TO 2220 
2200 NEXT < 

2210 RETURN 

2220 FOR g=l TO 50: NEXT g: PRINT AT 7,24; 



2230 IF up=l THEN GO TO 2240 

2231 IF do«n=l THEN 60 TO 2280 

2232 IF left=l THEN GO TO 2320 

2233 IF rights THEN GO TO 2360 
2240 LET fy=fy-2 

2250 IF ATTR Ky, 4x1=122 THEN GO TO 241B 
2260 IF 4y<=0 THEN PRINT AT 7,24; INK 7; 
8RJ6HT 1; ’HISS’: FOR t=l TO 50: NEXT t: PR 
INT AT 7,24;’ ’: RETURN 

2270 60 TO 2240 



2410 IF 4y=pbcya AND tx=pbcxa THEN LET pb 
ca=0: GO TO 2450 

2411 IF 4y=pbcyb AND (x=pbcxb THEN LET pb 
cb=0: GO TO 2450 

2412 IF 4y=pbcyc AND fx=pbc*c THEN LET pb 
cc=0: GO TO 2450 

2413 IF fy=pbcyd AND fx=pbcxd THEN LET pb 
cd=0: GO TO 2450 

2414 IF (y=pbta AND 4x=pbtaa THEN LET pbt 
1=0: GO TO 2450 

2415 IF 4y=pbtb AND fx=pbtbb THEN LET pbt 
2=0: 60 TO 2450 

2416 IF fy=pbtc AND fx=pbtcc THEN LET pbt 
3=0: GO TO 2450 

2417 IF (y=pbtd AND Fx=pbtdd THEN LET pbt 
4=0: GO TO 2450 

2418 IF (y=pba»y AND tx=pbaex THEN LET pb 
aaa=2: GO TO 2450 

2419 IF fy=pb»uy AND 4x=pbFux THEN LET pb 
Fuel =3: 60 TO 2450 

2420 RETURN 

2450 PRINT AT 7,24; INK 7; BRIGHT 1;’HIT!’ 

: FOR y=l TO 100: NEXT y: PRINT AT 7,24;’ 




91 > 
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2468 PRINT AT fy.tx; INK 8; PAPER 7; BRI6H 

T l;"l P|AT fytl,ftj'l T 

2478 IF pbt 1=0 AND pbt2=B AND pbt3=0 AND p 
bt4=0 THEN 60 TO 1380 
2488 RETURN 

2510 PRINT AT 7,21; INK 7j BRI6HT 1 ; "Choos 
e Tank" 

2528 LET (ir=l: 60 SUB 6009 
2530 IF pbno>10 THEN 60 TO 2580 
2540 PRINT AT 7,21; INK 7; BRI6HT 1;* Bo 
rry ';AT 0,22;*Vou Can't' 

2550 FOR t=l TO 100! NEXT t 

2560 PRINT AT 7,24;' ';AT 8,22;' 



2570 RETURN 

2580 LET up=0: LET do»n=0: LET right=0: LE 
T left=0: LET fy=jy: LET fx=jx 
2590 PRINT AT 7,21; INK 7; BRIGHT 1;' Nh 
ich ";AT 8,22; “Direction’ 

2595 PRINT AT 10,22; INK 7; BR16HT 1;M..U 
p“; AT I l ,22; “2. . Down" ; ftT 12,22; *3. .Left"; A 
T 13,22; “4. .Right” 

2600 IF 1NKEY*=“1* THEN LET up=l! 60 TO 2 
650 

2610 IF 1NKE«='2' THEN LET do«n=l: 60 TO 
2650 

2620 IF 1NKEY*=“3“ THEN LET left=l: 60 TO 



2650 

2630 IF 1NKET»=*4‘ THEN LET right=Is 60 T 
0 2650 

2640 60 TO 2600 

2650 PRINT AT 7,24;“ ';AT 8,22;“ 

“ ; AT 10,22;* * ; AT 11,22;* 

AT 12,22; ' *;AT 13,22;' 

2660 FOR »=1 TO pbaan 
2670 60 SUB 5809 

2680 IF nin-1 THEN PRINT AT 7,24; INK 7; 
BRI6HT I; 'HISS': FOR t=l TO 50: NEXT t: PR 
INT AT 7,24;' ' 

2690 IF «in=0 THEN PRINT AT 7,25; INK 7) 
8R16HT 1 ; ' OK * : 60 TO 2700 

2691 NEXT ( 

2695 RETURN 

2700 FOR g=l TO 50! NEIT g: PRINT AT 7,24; 



2701 IF lip-1 THEN 60 TO 2710 

2702 IF do»n=l THEN 60 TO 2750 

2703 IF lett=l THEN 60 TO 2790 

2704 IF right=l THEN 60 TO 2830 
2710 LET fy=fy-2 



2720 IF ATTR Hy, 4x1=121 THEN 60 TO 2880 
2730 IF <y<=0 THEN PRINT AT 7,24; INK 7; 
BR16HT 1 ; 'HISS' : FOR t=l TO 50: NEIT t: PR 




2760 IF ATTR (fyfx>=121 THEN 60 TO 2880 
2770 IF fy>=21 THEN PRINT AT 7,24; INK 7 
BR16HT 1; ‘HISS* I FOR t=l TO 50: NEIT ti PR 
INT AT 7,24;' ': RETURN 

2780 60 TO 2750 
2790 LET Tx=4x-2 

28B9 IF ATTR (4y,fx)=121 THEN 60 TO 2880 
2810 IF 4x<=0 THEN PRINT AT 7,24; INK 7; 
BRI6HT 1 ; 'HISS' : FOR t=l TO 50: NEIT t: PR 
INT AT 7,24;' ': RETURN 

2820 60 TO 2790 
2830 LET fx=lx*2 

2840 IF ATTR (»y, 1x1=121 THEN 60 TO 2880 
2850 IF fx>=2l THEN PRINT AT 7,24; INK ; 
BR16HT 1; 'HISS': FOR t=l TO 50: NEIT t: PR 
INT AT 7,24;* ': RETURN 

2860 60 TO 2830 
2870 RETURN 

2880 IF fy=pacya AND fx=pacxa THEN LET pa 
ca=0: 60 TO 2950 

2881 IF (y=pacyb AND fx=pacxb THEN LET pa 
cb=0: 60 TO 2950 

2882 IF 4y=pacyc AND fx=pacxc THEN LET pa 
cc=0: 60 TO 2950 

2883 IF ty=pacyd AND Fx=pacxd THEN LET pa 
cd=0: 60 TO 2950 

2884 IF Fy-pata AND fx=pataa THEN LET pat 
1=0: 60 TO 2950 

2885 IF fy=patb AND fx=patbb THEN LET pat 
2=0: 60 TO 2950 

2886 IF 4y=patc AND lx=patcc THEN LET pat 
3=0: 60 TO 2950 

2887 IF ty=patd AND lx=patdd THEN LET pat 
4=0: 60 TO 2950 

2888 IF (y=paaay AND fx=paaix THEN LET pa 
am=2: 60 TO 2959 

2889 IF ty=pafuy AND 4x=pafux THEN LET pa 
fuel=3: 60 TO 2950 

2B90 RETURN 

2950 PRINT AT 7,24; INK 7; BRI6HT lj'HIT!' 
: FOR y=l TO 100: NEIT y: PRINT AT 7,24;' 

2960 PRINT AT fy,fx; INK 0; PAPER 7; BRI6H 

T 1;'| T;AT 4y*l,fx;'| T 

2970 IF pat 1=0 AND pat2=0 AND pat3=0 AND p 

at4=0 THEN 60 TO 1150 

2980 RETURN 

3000 FOR C=1 TO 4 

3010 IF paca=0 THEN 60 TO 3060 

3020 IF jy=pacya AND jx=pacxa-2 THEN LET 

can=l: 60 SUB 5800: 60 TO 3210 

3030 IF jy=pacya AND jx=pacxa*2 THEN LET 

can=l: 60 SUB 5800: 60 TO 3210 

3040 IF jy=pacya-2 AND jx=pacxa THEN LET 

can=I: 60 SUB 5800: 60 TO 3210 

3050 IF jy=pacya*2 AND jx=pacxa THEN LET 

can=l: 60 SUB 5800: 60 TO 3210 

3060 IF pacb=0 THEN 60 TO 3110 

3070 IF jy=pacyb*2 AND jx=pacxb THEN LET 

can=2: 60 SUB 5800: 60 TO 3210 

3080 IF jy=pacyb-2 AND jx=pacxb THEN LET 

can=2: 60 SUB 5800: 60 TO 3210 

3090 IF jy=pacyb AND jx=pacxb-2 THEN LET 

can=2: 60 SUB 5800: 60 TO 3210 

3100 IF jy=pacyb AND jx=pacxb*2 THEN LET 

can=2: 60 SUB 5800: 60 TO 3210 



3110 IF pacc=0 THEN 60 TO 3160 

3120 IF jy=pacyc AND jx=pacxc+2 THEN LET 

can=3: 60 SUB 5800: 60 TO 3210 

3130 IF jy=pacyc AND jx=pacxc-2 THEN LET 

can=3: 60 SUB 5800: 60 TO 3210 

3148 IF jy=pacyc-2 AND jx=pacxc THEN LET 

can=3: 60 SUB 5800: 60 TO 3210 

3150 IF jy=pacyc*2 AND jx=pacxc THEN LET 

can=3: 60 SUB 5800: 60 TO 3210 

3160 IF pacd=0 THEN 60 TO 3210 

3170 IF jy=pacyd+2 AND jx=pacxd THEN LET 

can=4: 60 SUB 5809: 60 TO 3210 

3180 IF jy=pacyd AND jx=pacxd-2 THEN LET 

can=4: 60 SUB 5800: 60 TO 3210 



3540 

3440 

3540 

3450 

taut 

3540 

3460 

3470 

tank: 

3540 

3480 



3190 IF jy=pacyd-2 AND jx=pacxd THEN LET 

can=4: 60 SUB 5800: 60 TO 3210 

3200 IF jy=pacyd AND jx=pacxd*2 THEN LET 

can=4: 60 SUB 5800: 60 TO 3210 

3205 60 TO 3280 

3210 IF «in=l THEN 60 TO 3230 

3220 60 TO 3900 

3238 IF can=l THEN PRINT AT pacya.pacxa; 
INK 0; PAPER 7; BRI6H7 1;'[ P;AT pacyaH, 

acxa;1 1': LET paca=0 

3240 IF can=2 THEN PRINT AT pacyb.pacxb; 
INK 0; PAPER 7; BR16HT 1;T~T;AT pacyb+1, 

acxbi'l I': LET pacb=0 

3250 IF can=3 THEN PRINT AT pacyc,pacxc; 
INK 0; PAPER 7; BR16HT l;'l T;AT pacycH, 

acxc;'l Ti LET pacc=0 

3260 IF can=4 THEN PRINT AT pacyd.pacxd; 
INK 9; PAPER 7; BR16HT li'l 1";AT pacydU, 

acxd;'l J': LET pacd=0 

3270 FOR b=l TO 50: NEIT b 
3280 NEXT c 

3290 IF jx=l AND jn<10 THEN LET jn=jn*10 

3300 FOR d=l TO 4 

3310 IF pat 1=8 THEN 60 TO 3360 

3328 IF jy=pata AND jx=pataa-2 THEN LET b 

tank=l: LET pano=pana: 60 SUB 3800: 60 TO 

3540 



3360 IF pat2=0 THEN 60 TO 3410 
3370 IF jy=patb*2 AND jx=patbb THE 
tant=2: LET pano=panb: 60 SUB 380! 



3410 IF pat3=0 THEN- 60 TO 3460 
3420 IF jy=p tc»2L?> LET btank=3: LET p 
pane: 60 SUB 3880: 60 TO 3540 
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COMP1 



SPECTRUM 



acycM.p 

acydtl.p 



3460 IF pat4=0 THEN 60 TO 3510 
3470 IF jy=patd AND jx=patdd-2 THEN LET b 
' Mi LET pano=pand: 60 SUB 3800: 60 TO 



3540 

3510 60 TO 3570 

3540 IF xonM THEN 60 SUB 3700 
3550 IF lostM THEN 60 TO 3600 
, 3560 IF draxM THEN 60 TO 3650 
3570 NEIT d 
3560 RETURN 

13600 IF btankM THEN PRINT AT pata.pataa; 

INK 1; PAPER 7; BRI6HT li'CTj'lAT pataH.f 
htaa; 

3605 IF btank=2 THEN PRINT AT patb.patbb; 
(ink Ij PAPER 7; BRI6HT ■["Drj'iAT patbtl.p 

Itbbi-ro- 

3610 IF btank=3 THEN PRINT AT patc,patcc; 

INK J; PAPER 7; BRI6HT Ii"CTj‘iAT patctl.p 
|tcc;’!LLD’ 

3615 IF btankM THEN PRINT AT patd.patdd; 

; INK Ij PAPER 7j BRI6HT lj"im’iAT patdtl.p 
ftddj"DL}' 

!62B 60 SUB 3900: RETURN 

j650 IF btank=l THEN PRINT AT pata.pataa; 

INK 0; PAPER 7; BRI6HT l;‘| 1"; AT pata+1 ,p 

Jtaaj'l |“s LET patl=0 

(651 IF btank-2 THEN PRINT AT patb.patbb; 

> 0! PAPER 7j BRIGHT I;*| 1'jAT patbtl.p 

i|‘l P: LET pat2=0 

mk=3 THEN PRINT A1 



3661 IF pbtank=2 THEN LET pbt2=0 

3662 IF pbtank=3 THEN LET pbt3=0 

3663 IF pbtankM THEN LET pbt4=0 

3670 PRINT AT jy.jx; INK 0; PAPER 7; BRI6H 



i*r~ 



i r 



IK 0; PAPER 7; BRI6HT 1;-| |-;AT patctl.p 

•: LET pat3-B 
fc53 IF btankM THEN PRINT AT patd.patdd; 

* 0j PAPER 7; BRI6HT lj’| 1“ ;flT patdtl.p 

Jddj'L Pi LET pat4=0 

i0 IF pbtankM THEN LET pbtl=0 

COMPUTER GAMER SEPTEMBER 1 



3675 IF patl=0 AND pat2=0 AND pat3=0 AND p 
at4=0 AND pbtl-B AND pbt2=0 AND pbt3=0 AND 
pbt4=0 THEN 60 TO 1000 
3600 60 SUB 3950: 60 SUB 4950: RETURN 
3700 IF btankM THEN PRINT AT pata.pataa; 

INK 0; PAPER 7; BRI6HT Ij'l P;AT patatl.p 

ataaj'l Pi LET patl=0 

3710 IF btankM! THEN PRINT AT patb.patbb; 

INK 0 ; PAPER 7; BRIGHT 1;T~T;AT patbtl.p 

atbb;‘| P: LET pat2=0 

3720 IF btank-3 THEN PRINT AT patc.patcc; 

INK 0; PAPER 7; BRI6HT Iff — P; AT patctl.p 

atcc;'| Pi LET pat3=0 

3730 IF btankM THEN PRINT AT patd.patdd; 

INK 0; PAPER 7; BRIGHT 1;‘[ P;AT patdtl.p 

atdd;*| Ti LET pat 4=0 

3740 PRINT AT jy, jx; INK 2; PAPER 7; BRI6H 
T 1; AT iytl,j*; , »l#' 

3750 IF patl=0 AND pat2=0 AND pat3=0 AND p 
at 4=0 THEN 60 TO 1150 
3760 RETURN 

3800 IF btankM THEN PRINT AT pata.pataa; 

INK 1; PAPER 7; BRI6HT 1; FLASH ll'CTj’iAT 
patatl.pataa^rin': 60 TO 3840 
3810 IF btank=2 THEN PRINT AT patb.patbb; 

INK I; PAPER 7; BRI6HT 1; FLASH li'CT j‘;AT 
patbM.patbbj'llO': 60 TO 3840 
3820 IF btank=3 THEN PRINT AT patc.patcc; 

INK 1; PAPER 7; BRI6HT 1; FLASH liTTj'iAT 
patctl.patcc;*!llG , i 60 TO 3840 
3830 IF btankM THEN PRINT AT patd.patdd; 

INK 1; PAPER 7; 8RI6HT 1; FLASH IjTn'iAT 



canM: 60 SUB 5B00: 60 TO 4210 

4050 IF jy=pbcya-2 AND jx=pbc*a THEN LET 

canM: 60 SUB 5800: 60 TO 4210 

4060 IF jy=pbcya+2 AND jx-pbcxa THEN LET 

canM: 60 SUB 5800: 60 TO 4210 

4070 IF pbcb=0 THEN 60 TO 4120 

4080 IF jy=pbcyb*2 AND jx=pbcxb THEN LET 

can=2: 60 SUB 5800: 60 TO 4210 

4890 IF jy=pbcyb-2 AND jx=pbcxb THEN LET 

can=2: 60 SUB 5800: 60 TO 4210 

4100 IF jy=pbcyb AND jx=pbcxb-2 THEN LET 

can=2: 60 SUB 5800: 60 TO 4210 

4110 IF jy=pbcyb AND jx=pbcxbt2 THEN LET 

can=2: 60 SUB 5800: 60 TO 4210 

4120 IF pbcc=0 THEN 60 TO 4170 

4130 IF jy=pbcyc AND jx=pbcxct2 THEN LET 

can=3: 60 SUB 5800: 60 TO 4210 

4140 IF jy=pbcyc AND jx=pbcxc-2 THEN LET 

can=3; 60 SUB 5800: 60 TO 4210 

4150 IF jy=pbcyc-2 AND jx=pbcxc THEN LET 

can=3: 60 SUB 5800: 60 TO 42)0 

4160 IF jy=pbcyct2 AND jx=pbcxc THEN LET 

can=3: 60 SUB 5800: 60 TO 4210 

4170 IF pbcd=0 THEN 60 TO 4210 

4175 IF jy=pbcydt2 AND jx=pbcxd THEN LET 

canM: 60 SUB 5800: 60 TO 4210 

4180 IF jy=pbcyd-2 AND jx=pbcxd THEN LET 

canM: 60 SUB 5800: 60 TO 4210 

4190 IF jy=pbcyd AND jx=pbcxd-2 THEN LET 

canM: 60 SUB 5800: 60 TO 4210 

4200 IF jy=pbcyd AND jx=pbcxdt2 THEN LET 

canM: 60 SUB 5800: 60 TO 4210 

4205 60 TO 4260 

4210 IF ninM THEN 60 TO 4230 
4220 60 TO 4900 

4230 IF canM THEN PRINT, AT pbcya.pbcxa; 




R 1985 




INK 0; PAPER 7; BRIGHT IjT I" .AT pbcya+l,p 

bcia; ’l P: LET pbca=B 

4240 IF can-2 THEN PRINT AT pbcyb.pbcxb; 

INK 0 ; PAPER 7; BRIGHT lj*l PiAT pbcybH.p 

bcxb; *| Pi LET pbcb=0 

4250 IF can=3 THEN PRINT AT pbcyc,pbac; 

INK 0; PAPER 7* BRIGHT 1; ’[ I"; AT pbcycM.p 

bcxcs’l I - : LET pbcc=B 

4240 IF can=4 THEN PRINT AT pbcyd.pbcxd; 

INK 0; PAPR 7j BRIGHT lj"I PiAT pbcyd»l,pb 

cxd; ”1 Pi LET pbcd =0 

4270 FOR b=l TO 50i NEXT b 
4280 NEXT c 

4300 IF jx=19 AND jn<10 THEN LET jn=jn*10 

4310 FOR 0=1 TO 4 

4320 IF pbtt=0 THEN 60 TO 4370 

4330 IF jy-pbta AND jx=pbtaa-2 THEN LET b 

tank=li LET pbno=pbna: 60 SUB 4880: GO TO 

4540 

4340 IF jy=pbta AND jx=pbtaa*2 THEN LET b 
tank'll LET pbno=pbna: GO SU 8 4800: 60 TO 
4540 

4350 IF jy=pbta-2 AND jx=pbtaa THEN LET b 
tank 5 !: LET pbnn=pbna: 60 SUB 4800: GO TO 
4540 

4360 IF jy=pbta+2 AND )x=pbtaa THEN LET b 
tank'll LET pbno=pbna: GO SUB 4800: 60 TO 

4370 IF pbt2=0 THEN 60 TO 4420 

43B0 IF jy=pbtb*2 AND jx=pbtbb THEN LET b 

tank=2i LET pbno=pbnb: GO SUB 4B00: 60 TO 

4540 

4390 IF jy=pbtb-2 AND jx=pbtbb THEN LET b 
tank=2: LET pbno=pbnb: 60 SUB 4800: 60 TO 
4548 

4400 IF jy=pbtb AND jx=pbtbb-2 THEN LET b 
tank=2: LET pbno=pbnb: 60 SUB 4800: GO TO 

4410 IF jy=pbtb AND jx=pbtbb*2 THEN LET b 
tank=2: LET pbr.O'pbnb: GO SUB 4800: GO TO 
4540 

4420 IF pbt3=B THEN GD TO 4470 

4430 IF jy'pbtc AND jx=pbtcc*2 THEN LET b 

tank=3: LET pbno-pbnc : 60 SUB 4800: 60 TO 

4540 

4440 IF jy=pbtc AND jx=pbtcc-2 TffiN LET b 
tank-3: LET pbno=pbnc: 60 SUB 4800: GO TO 
4540 

4450 IF jy=pbtc-2 AND jx'pbtcc THEN LET b 
tank=3: LET pbno'pbnc: GO SUB 4800: 60 TO 
4540 

4460 IF jy=pbtc*2 AND jx=pbtcc THEN LET b 
tank=3: LET pbno'pimc: 60 SUB 4800: GO TO 
4540 

4470 IF pbt4=0 THEN 60 TO 4520 

44B0 IF jy=pbtd*2 AND jx=pbtdd THEN LET b 

tank=4: LET pbna'pbnd: 60 SUB 4800: GO TO 

4540 

4490 IF jy=pbtd-2 AND jx'pbtdd THEN LET b 




tank=4: LET pbno'pbnd: 80 SUB 4800: 60 TO 
4540 

4500 IF jy=pbtd AND jx=pbtdd*2 THEN LET b 
tankMi LET pbno=pbnd: 60 SUB 4800 : 60 TO 
4540 

4510 IF jy=pbtd AND jx=pbtdd-2 THEN LET b 
tank=4: LET pbno=pbnd: GO SUB 4800: 60 TO 
4540 

4520 60 TO 4570 

4540 IF »on=I THEN 60 SUB 4700 
4550 IF lost'l THEN GO TO 4600 
4560 IF dra«=l THEN GO TO 4650 
4570 NEXT d 
4588 RETURN 

4600 IF btank'l THEN PRINT AT pbta,pbtaa; 

INK 2 ; PAPER 7; BRI 6 HT lp’TafJWjfiT pbta*l,p 
btaai'jel * 1 

4605 IF btank=2 THEN PRINT AT pbtb.pbtbbj 
INK 2; PAPER 7; BRIGHT 1; AT pbtb*l,p 

4610'lF btank=3 THEN PRINT AT pbtc.pbtcc; 

INK 2; PAPER 7; BRIGHT li’WiAT pbtc*l,p 
btcciMl * 1 

4615 IF btank=4 THEN PRINT AT pbtd,pbtdd; 

INK 2; PAPER 7j BRI 6 HT l;‘*fi*jAT pbtd*l,p 
btddi'JSLt.' 

4620 60 SUB 4900: RETURN 

4650 IF btank'I THEN PRINT AT pbta,pbtaa; 

INK 0: PAPER 7; BRIGHT lj“l P; AT pbta+l,p 

btaa; *1 I’: LET pbtl=0 

4651 IF btank=2 THEN PRINT AT pbtb.pbtbb; 

INK 0; PAPER 7; BRI 6 HT Ij'i I - (AT pbtb*l,p 

btbbj’l I 1 : LET pbt2=B 

4652 IF btank=3 THEN PRINT AT pbtc.pbtcc; 

INK 0 ; PAPER 7; BRIGHT 1;T P; AT pbtc+l,p 

btcc;"l I': LET pbt3=0 

4653 IF btank=4 THEN PRINT AT pbtd.pbtdd; 

INK 0; PAPER 7; BRIGHT lj-[ |“;AT pbtd*l ,p 

btdd; *1 Pi LET pbt4=0 

4660 IF patank'I THEN LET pat 1=0 

4661 IF patank=2 THEN LET pat2=0 

4662 IF patank=3 THEN LET pat3=0 

4663 IF patank=4 THEN LET pat4=0 

4670 PRINT AT jy.jx; INK 0; PAPER 7; BRIGH 
T l;‘l — P;AT iy+l.jxi’l — I* 

4675 IF patl=0 AND pat2=0 AND pat3=0 AND p 
at4=0 AND pbtl=0 AND pbt2=0 AND pbt3=0 AND 
pbt4=0 THEN GO TO 1000 
4680 GO SUB 4950: GD SUB 3950: RETURN 
4700 IF btank=l THEN PRINT AT pbta.pbtaa; 

INK 0 ; PAPER 7i BRIGHT l;"l P; AT pbta*l,p 

btaaj'l I - : LET pbtl=0 

4710 IF btank =2 THEN PRINT AT pbtb.pbtbb; 

INK 0; PAPER 7i BRI 6 HT lj"l P;AT pbtb*l,p 

btbb;'l I - : LET pbt2=0 

4720 IF btank-3 THEN PRINT AT pbtc.pbtcc; 

INK 0; PAPER 7; BRIGHT lj*[ I’; AT pbtc*l,p 

btcc;'l P: LET pbt3=0 

4730 IF btank=4 THEN PRINT AT pbtd.pbtdd; 

HR, 0; PAPER 7; BRIGHT l;'| P|AT pbtdtl.p 

btdd; "| Pi LET pbt4=0 

4740 PRINT AT jy.jx; INK 1; PAPER 7; BRIGH 
T I-.-lTJiAT jy'l.ixi'Cl^ 

4750 IF pbtl=0 AND pbt2=0 AND pbt3=0 AND p 
bt4=0 THEN GO TO 1300 
4760 RETURN 



4800 IF btank'l THEN PRINT AT pbta.pbtaa; 

INK 2; PAPER 7; BRIGHT 1; FLASH IpWjATl eg 
pbtaal,pbtaa;'«.Lf: GO TO 4840 I 5 g- 

4810 IF btank=2 THEN PRINT AT pbtb.pbtbb; eei 
INK 2; PAPER 7; BRIGHT 1; FLASH 1 ; * ST-i» ' ; ATI si| 
pbtb+l.pbtbb;" HU*’; GO TO 4840 51] 

4820 IF btank=3 THEN PRINT AT pbtc.pbtcc; I 51 ; 
INK 2; PAPER 7; BRIGHT 1; FLASH l;“'iTS";Alj 51 ; 
pbtc'l.pbtcc;" *J»’: GO TO 4840 T I 

4830 IF btank=4 THEN PRINT AT pbtd.pbtdd; I 51 ; 
INK 2; PAPER 7; BRI 6 HT 1; FLASH I; - »1S' - ;AD ppp 
pbtd*l,pbtddi'*l®': 60 TO 4840 515 

4840 PRINT AT jy,jx; INK I; PAPER 7; BRI 6 H ppp 
T 1 ; FLASH liTTj’iAT jy+1, jx;■!It: , 514 

4845 FOR V s I TO 100: NEXT v j, 

4850 LET dra«=B: LET «on=0: LET lost=0 ; 517: 

4860 IF pbno=jn THEN LET dra«=l a 

4870 IF jn>pbno THEN LET »on=l 51BI 

4880 IF ]n<pbno THEN LET lost=l 6 t 

4890 RETURN 5191 










4900 IF patank=l THEN LET pat 1=0 
4910 IF patank=2 THEN LET pat2=0 
4920 IF patank=3 THEN LET pat3=0 
4930 IF patank=4 THEN LET pat3=0 
4940 PRINT AT Jy.jx; INK 0; PAPER 7; 8 RI 6 H 

T lj'l — P; AT jy*f,jx;"l P 

4950 IF patl=0 AND pat2=0 AND pat3=0 AND | 
at 4=0 THEN 60 TO 1150 
4960 RETURN 
5000 LET ioved=0 
5010 IF pl=l THEN LET jn=pano 
5020 IF pi =2 THEN LET jn=pbno 
5030 PRINT AT 6,31;' - 
5040 PRINT AT 7,24; INK 7; BRIGHT 
;AT 8,23; *NUI 1 BER-*; jn 
5045 LET oy=jy: LET dx=jx 
5050 IF lNKEY»= - i* THEN LET jx-jl 
0 5110 

5060 IF INKEY*=‘p" THEN LET jx=Jx+2: ED 
0 SUB 

5070 iF INKEY*=”z • THEN LET jy=jy*2: ED 
0 5110 

5080 IF 1NKEY*=Y THEN LET jy=jy-2: EO 



5620 I 
AND pb 
5630 II 



5700 IF 
ET jx=o> 
5710 If 



LET j. 
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5870 IF 1NKEY»=V AND p! =1 THEN 60 SUB 4 
000: 60 SUB 5300: LET cont-1: 60 TO 6000 
5095 IF INKEYJ-V AMD pl=2 THEN 60 SUB 4 
000: 60 SUB 5400: LET cont=l: GO TO 6000 
5100 60 TO 5050 
5110 IF pl=2 THEN 60 TO 5600 
5120 IF pl=l THEN GO TO 5780 
5130 PRINT AT oy,ox; INK 0; PAPER 7; BRIGH 

T li'l PiAT oy+1 ,ox; *| T 

5140 IF pl=l THEN PRINT AT jy, jx; INK. I; 

PAPER 7) BRIGHT ll'CTj’jAT iyal, ix;‘t~;T 
5150 IF pl=2 THEN PRINT AT jy,jx; INK 2} 

BR16H PAPER 7; BRI6HT li'Snr-jAT jy+1 , jx; ■ 

!' 5160 LET aoved=ioved*l: LET oy=jy: LET ox= i 

0 5170 IF »oved=6 AND pafuel =6 AND pl=l THEN 

60 SUB 4008: 60 SUB 5300: RETURN 
51B0 IF *o»ed=6 AND pbfuel=6 AND pl=2 THEN 
GO SUB 4000: 60 SUB 5400: RETURN 
5198 IF aoved=3 AND pbfuel=3 AND pl=2 THEN 
60 SUB 4000: 60 SUB 5400: RETURN 
5200 IF mved=3 AND pafuel =3 AND pl=l THEN 
60 SUB 4080: GO SUB 5308: RETURN 
5218 60 TO 5050 

5308 IF patank=l THEN LET pata=jy: LET pa 
taa=jx: LET pana=jn 

5310 IF patank=2 THEN LET patb=jy: LET pa 
I tbb=jxr LET panb=jn 

E 5320 IF patank=3 THEN LET patc=jy: LET pa 
tcc=jx: LET panc=jn 

5330 IF palank=4 THEN LET patd=jy: LET pa 
tdd=jx: LET pand=jn 
5348 RETURN 

5400 IF pbtank=l THEN LET pbta=jy: LET pb 
taa=jx: LET pbna=jn 

5410 IF pbtank=2 THEN LET pbtb=jy: LET pb 
tbb=jx: LET pbnb=jn 

5420 IF pbtank=3 THEN LET pbtc=jy: LET pb 

5430 IF pbtankM THEN LET pbtd'jy: LET pb 
tdd=jx: LET pbnd=jn 
5440 RETURN 

5600 IF ATTR (jy,jxl=13 THEN LET jy=oy: L 
ET jx=ox: 60 TO 5050 

5010 IF ATTR Ijy,jxN22 THEN LET jy=oy: 

BRIGH LEI SO TO 5050 
1 5620 IF jy=paaiy AND jx=paaix AND aoved=5 

-a „ ftND P*»Tuel=6 THEN LET paaia=2: GO TO 5130 
’’ P 5438 1F iy'paaay AND jx=paaax AND aoved=2 
AND pbf uel=3 THEN LET paan=2: GO TO 5130 
5648 IF jy=pafuy AND jx=pafux AND to»ed=2 
AND pbfuel=3 THEN LET pafuel=3: GO TO 513 



r 


SPECTRUM 


=pbaiy AND jx=pbaax AND aoved=5 
=6 THEN LET pbau=2: 60 TO 5130 
=pba*y AND jx=pbaax AND toved=2 
=3 THEN LET pbaax=2: 60 TO 5130 
=pbfuy AND jx=pbfux AND ao*ed=2 
=3 THEN LET pbfuel=2: 60 TO 513 

fPbfuy AND jx=pbfux AND aoved=5 


1 


1 



5660 IF ATTR (jy,jx)=121 THEN LET jy=oy: 

T [LET- jx=ox: GO TO 5050 

*' 2i b 5670 IF jy<=0 OR jx<=0 THEN LET jy=oy: LE 
' jx=ox : .GO TO 5050 
l,,2: 60 1 5688 GO TO 5130 

cn t 5780 1F ATTR THEN LET jy=oy: L 

IT* 2 ' bu 1 :T jx=ox: 60 TO 5050 
. , .. ,57 li IF ATTR (jy,jx)=121 THEN LET jy-oy: 
jy- 2 : 60 T LE , JxS0| . 60 T „ 5K0 



5760 IF ATTR ljy,jxl=122 THEN LET jy=oy: 

LET jx=ox: 60 TO 5050 

5778 IF jy<=0 OR jx<=0 THEN LET jy=oy: LE 

T jx=ox: GO TO 5050 

5780 GO TO 5130 

5800 PRINT AT 4,25? INK 0; PAPER 4; BRIGHT 
1; FLASH li-nrSTjAT 5.25:' I«T 
5810 LET rnd=INT (RND*6I 
5820 FOR n=l TO 150: NEXT n 
5830 IF rnd=2 OR rnd=5 THEN LET ink=4: LE 
T paper=8: LET »:n=0: GO TO 5050 
5840 LET ink=8: LET paper=4: LET »in=l 
5850 PRINT AT 4,2S; INK inks PAPER paper; 
BRIGHT li'IHWlAT 5,25; " L«.r«r 
5660 RETURN 

6008 IF pi =2 THEN 60 TO 6060 

6010 IF patl=l THEN LET jy=pata: LET j«=p 

ataa: LET pano=pana: LET patank=l: 60 TO 6 

050 



6058 60 TO 6100 

6060 IF pbtl=l THEN LET jy=pbta: LET jx 
btaa: LET pbno=pbna: LET pbtank=l: GO TC 



100 

6090 IF pbt4=l THEN LET jy=pbtd: LET jx=p 
btdd: LET pbno=pbnd: LET pbtank=4 
6100 LET pass=0: LET oy=jy: LET ox=jx 
6110 IF pl=l THEN PRINT AT jy, jx; INK 1; 
PAPER 7; BRI6HT 1; FLASH l;-CT'j";flT jy*l,jx 

6120 IF pi =2 THEN PRINT AT jyjx; INK 2; P 
APER 7; BRIGHT 1; FLASH !;‘*|S';AT jyM.jx; 

6130 IF INKEY*=“ I * THEN LET pa55=pass*I: 



I 



6160 IF pi =2 THEN 60 TO 6260 
6170 IF pass-5 THEN LET passM 
6175 IF pass=l AND pat2=l THEN LET jy=pat 
b: LET jx=patbb: LET pano=panb: LET patank 
=2 

6180 IF pass-2 AND pat3=l THEN LET jy=pat 
ct LET jx=patcc: LET pano=panc: LET patank 

6190 IF pass=3 AND pat4=! THEN LET jy=pat 
d: LET jx-patdd: LET pano s pand: LET patank 

6200 IF pass=4 AND patl=l THEN LET iy=pat 
a: LET jx»pataa: LET pano=pana: LET patank 

6210 IF pass=l AND pat2=0 THEN LET pass=p 
asstl: 60 TO 6170 

6220 IF pass=2 AND pat3=0 THEN LET pass=p 
assH: GO TO 6170 

6230 IF pass=3 AND pat4=0 THEN LET pass=p 
assU: GO TO 6170 

6240 IF pass=4 AND pat 1=8 THEN LET pass=p 

asstl: 60 TO 6170 

6250 IF pass=4 THEN LET pass=0 

6255 60 TO 6360 

6260 IF pass=5 THEN LET pass=l 
6270 IF pass=I AND pbt2=l THEN LET jy=pbt 
b: LET jx=pbtbb: LET pbno=pbnb: LET pbtank 
=2 

6280 IF pass=2 AND pbt3=l THEN LET jy=pbt 
c: LET jx=pbtcc: LET pbno=pbnc: LET pbtank 

6290 IF pass=3 AND pbt4=l THEN LET jy=pbt 
d: LET jx-pbtdd: LET pbno=pbnd: LET pbtank 



jx-pntaa: Ltl pbno=pbna: LET pbtank 
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IIIS=3lll|2^B=a5iSlii=iiialiiailSg!Bir 



IBH 

IT 



OT 
10 T 



LE 

LE 



i: G 



ET j 
LET 
IRISH 
IRISH 



AT j 
iAT iy* 

AT i 
'|AT jy* 

AT i 

■|AT Iy* 

IAT j 
P; AT iy* 

I AT j 
PiAT jy* 



*j»i L 



IT At j 
?iAT Iy* 



b=jyi L 



8340 IF plM THEN LET jy=J: LET jx=3 
8350 IF pl=2 THEN LET jy=l: LET jxM7 
8360 IF ATTR (jy,jx)M21 AND plM THEN LE 
T jy=jy*2 

8370 IF ATTR ljy,jxl=122 AND pl=2 THEN LE 
T jy*iy*2 

83B0 IF ATTR (jy,jx)M20 THEN GO TO 0480 

8390 60 TO 8360 

8400 LET oy=jy: LET ox=jx 

8410 RETURN 

8500 PRINT AT 4,23; INK 7; BRIGHT 1; 'Posit 
ion'jAT 5,22;'aaiuoition‘jAT 6,25; 'Base' 

8510 LET objects 
8520 RETURN 

8530 PRINT AT 5,22; INK 7; BRIGHT 1;' Fu 
el • 

8540 LET object-2 
8550 RETURN 

8560 PRINT AT 5,24; INK 7; BRIGHT l;'Canno 
n';AT 6,25; BRI6HT 0;' • 

8570 LET object=3 
8588 RETURN 

8799 REN *SCREEN* 

8800 BORDER 1: PAPER 1: BRIGHT 8: CLS 
8810 FOR n=l TO 20 STEP 2 

8820 PRINT AT n,l; INK 0; PAPER 7; BRIGHT 

'i’i i i i rni — rn — i — i — p 

8038 PRINT AT n*l,l; INK 0; PAPER 7; BRIGH 

1 >i'l 1 1 1 1 1 I I l I P 

8840 NEXT n 

8850 RETURN 

9000 FOR n-0 TO 159 

9010 READ a 

9020 POKE USR "a'*n,a 

9030 NEXT n 

9040 RETURN 

9050 DATA 255, 1,1, ,1,1, 1,1 
9060 DATA 1,1,1,1,1,1,1,255 
9070 DATA 255,128,128,128,128,128,128,126 
9880 DATA 128,128,128,128,128,128,128,255 
9098 DATA 255, 1,125, 125, 125, 125, 125,1 
9180 DATA 1,125,125,125,125,125,1,255 
9110 DATA 255,128,190,190,190,190,190,128 
9120 DATA 128,190,190,190,190,190,128,255 
9130 DATA 255,128 , 156 , 1 90 1 , 190, 190, 156, 128 
9140 DATA 128,156,90,190,190,156,128,255 
9150 DATA 255,1,57,125,125,125,57,1 
9160 DATA 1,57,125,125,125,57,1,2559170 DA 
TA 255,1,1,129,129,129,129,249 
9180 DATA 249,129,129,129,129,1,1,255 
9190 DATA 255,128,128,129,129,129,129,159 
9200 DATA 159,129,129,129,129,128,128,255 
9210 DATA 255,128,128,128,135,135,129,143 
9220 DATA 143,129,135,135,128,128,128,255 
9230 DATA 255,1,1,1,193,193,129,253 
9240 DATA 253,129,193,193,1,1,1,255 
9250 DATA 255,1,1,1,225,225,129,241 
9260 DATA 241,129,225,225,1,1,1,255 
9270 DATA 255,128,128,128,131,131,129191 
9280 DATA 191,129,131,131,128,128,128,255 
9290 DATA 255,1,1,1,225,241,249,249 
9300 DATA 249,249,241,225,1,1,1,255 
9310 DATA 255,128,128,128,135,143,159,159 
9320 DATA 159,159,143,135,128,128,128,255 
9338 DATA 255,1,1,249,9,233,233,105 
9340 DATA 105,233,233,9,249,1,1,255 



SPECTRUM 



9350 DATA 255,128 



128159,144,151,151,254 



>1,151,144,159, 128, 128, 255 
18,128,159,144,151,151,150 
II, 151, 144, 159, 12B, 128, 255 
,1,249,9,233233,127 



9360 DATA 254,1! 

9370 DATA 255,128,11 
9380 DATA 150,151,11 
9390 DATA 255,1, 

9400 DATA 127,233,21 
9500 LET patl-1: LET pat2M; LET pat3M: L 
ET pat4Mi LET pbtlM: LET pbt2=l: LETpbt3 
Mi LET pbt4M 

9510 LET panaM; LET panb=2i LET panc*3: L 
ET pand=4i LET pbnaM: LET pbnb=2: LET pbn 
c=3i LET pbnd=4 

9520 LET pacaMi LET pacbM: LET paccM; L 
ET pacdMi LET pbcaM: LET pbcbM: LET pbc 
cM; LET pbcdM 

9530 LET Tir=0: LET coot=8i LET paa««i=4: L 
ET pafuel=6i LET pba««=4: LET pbfuel=6 
9540 RETURN 
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RUN FOR YOUR 



WITH 



I J eep in the steamy Amazon jungle 
danger lurks amongst the swamps and 
creepers. Armed only with a blowpipe ani 
1 limited number of poisoned darts, your 
journey takes you through some of the las 1 
unexplored areas of Rainforest. 

, Look out for treacherous headhunters are 



ewfjfek *• 


ame Quetzalcoatus. 
.oad up, and be ready 







FREEPOST, Bath BA2 4TD. 






48K Spectrum 

chRonicles of tlie land of faiRliqht 
i . a pRelude= the light Revealed 



ByBOjanqeBORQ 

(author of The Artist 1 ) 

'he first example of the revolutionary 3D “Worldmaker” technique 



12/13 Henrietta Street, Covent Garden, London WOE 8LH Tel: 01-240 1422/7877 Telex: 892379 




